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NINTENDO®* 

PHONE / MAIL / E-MAIL \ UHI Oe lt Oe ot Oe 
Australia is 9 hours ahead of U.K. The : | 
best time to ring; U.K. time 5am - 8:30 am 

(Aust 2pm - 5:30 pm) 

PAYMENTS COST OF ZELDA 
CREDIT CARDS - Credit card payment 

can be accepted from cardholder ONLY. AS$90.00 (approx.£34) 

INTERNATIONAL MONEY DRAFT - Made 
payable to Gameshack Pty Ltd in 
Australian dollars only. 
These should be mailed to the address 
below and please don’t forget to include 

your address é& phone number with the 

order. 

Cost of freight: 

Air: AS20 (approx.&7.80) 
takes up to 7 days. 

Economy: AS$15 (approx.£5.80) 
takes up to 4 weeks. 

~—<se 

101 KEIRA STREET, WOLLONGONG NSW 2500, AUSTRALIA 
Phone: 0061 82 4826 2861 Fax: 0061 2 4226 7016 Email: gsadmin@gameshack.aust.com 



At 148 pages N64 
Magazine is Britain's 
biggest and best- 
selling Nintendo 

mag; and here's why 

We won't give anything our ‘Star 
Game’ award until we've played it 
right through to the end. That way 
we can be sure it really is worth 
Tire 

Because we're independent from 
Nintendo, we can write completely 
et eh eee Cee | 
we'll say so. 

LTV UY MM eC) LeU eda 
Nintendo, we can also review 
games as soon as they come out in 
Japan and America, so you know 
which games are worth looking 
iol a Eee coe 

The main focus of N64 Magazine is 
always the N64 games you can 
actually buy here in the UK, 
however. We never pad out the 
irre edu mle we att (ie LeLel tg 
games that only the Japanese can 
play. 

Our correspondents in Europe, 
Japan and America supply us with 
exclusive first-hand news every 
month. We don't copy rumours 
and speculation off the Internet. 

N64 Magazine is written by the 
most experienced Nintendo fans in 
the business. We know 
what we're talking 
about, so we're able 
to cram every y 
Poy Y =< 
Telarc me Urs) 
EY SUT 

ETO 
Violence is golden. 

MAGAZINE 

t's not of course. Not real violence, 
anyway. But when you get to knock 
things about in a video game, well, 
you really can't beat it can you? 

Especially when the characters in question 
are Mario, Luigi, Link and friends. 

Smash Bros is Nintendo's first-ever 
beat-'em-up and the first in the world to 
have four-player simultaneous action. 

We were a bit dubious about how it was all going to work 
at first (and whether we really wanted to see Mario kick 
seven shades out of Yoshi) but turn to page 72 and you can 
see that the Big N have come up trumps again. Ever since 
the game arrived it's been a non-stop fight-athon in the N64 
office — it's amazing we've managed to get the mag finished. 

Warming us up for all this Pikachu-bashing has been 
Hybrid Heaven, an intriguing mix of RPG-style battles and 3D Zelda 
adventuring. Even after a week with the game we're still puzzling over 
the storyline — every hour or so’s play threw up another dramatic 
twist in the plot. It's certainly going to be one of the game's of the 
year when it arrives in May. 

Hopefully, you'll notice our all-new 
Planet Game Boy section, which 
Martin's been slaving away 
over for the past couple 
of weeks. The Game 
Boy Color has breathed 
new life into the system 
and there are literally 
hundreds of titles planned for 
it. We reckon it's an 
indispensable companion for your N64, especially 
when Nintendo bring out the N64-Game Boy link- 
up Pak. 

Other great stuff this issue? Try our great search for 
Britain's multiplayer champion on page 52. Or the 
exclusive Castlevania review on page 78. There are 
loads of Zelda tips too, oh and an in-depth look at 
Michael Owen's Soccer '99 — all in all, you've picked 
up another packed 148-page issue of the UK's 
best-selling independent Nintendo mag. Enjoy it. 

(Flu-recovered and very much in charge) 
Watch it, Weaver. 

for a full index of this GO! 
RR ey GO! 
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Starts on 
page 

68 FIFA "99 ficient 
Serious tennis, but is it seriously good value? 

CHAMELEON TWIST 2 
Last year’s tongue-tastic platform star returns! 

MILO’S ASTRO LANES 
Bowling. In space. Is it any good? (Hint: No) 

VIRTUAL POOL 
Chalk up your cue in the N64's first pool game. 

BATTLETANX 
It doesn't look great but, oooh, is it a grin... 
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Space, monsters, scraps, goo. We 
tell you why Hybrid Heaven is one 
of 1999's most promising RPGs... 
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WISH IT WAS HERE... 
Had problems getting Zelda? So did this lot... 
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_ ive new screenshots and the World is 
supposed to be satisfied!?! The first 
Pe ee ee eC 
it'll be out in April or May now - is getting 

the kind of non-hype that Channel Five would be 
embarrassed about. 

Part of the reason for Rare's low profile PR is 
that Nintendo of America always demand first dibs 
on any new game info. It seems that the offices in 
Redmond are slightly peeved that it’s a UK firm — 
and not a company based in America — who are 
coming up with the goods game wise. When 
Howie Lincoln (NOA‘s big boss) sees the UK press 
getting hold of exclusive Rare information, he's 
straight on the trans-Atlantic hotline to give Rare a 
feisty lawyer-style ear-bashing. You'd think it'd be 
more productive for NOA to concentrate on 
actually producing some games themselves — still, 
they've got Midway in the mean time. 

LOO 
Your first look at the BIG 

new N64 games! 

Is that a space ship hidden in the background? 
“Not telling,” said Rare. Cheers. 

V personal tank to us. We like it already. 

ig YT aK |= 
this month | 

JET FORCE 
eT Sa 
New screenshots! Well, five a 

DUKE NUKEM: 
ZERO HOUR 
The pig's back. And he's looking fabulous! 

ee Sr sy 
Check out the Coming Soon section 
of Planet 64 on page 16! 

GO! 
roe} 

A boss? Or just a bigger baddie? Whatever it is, it > 
looks like Blastoize from Pocket Monsters to us. 

The first vehicle shot from Jet Force Gemini. Looks like a 

. The last look we had at Jet Force was back in issue 21 — 
PREVIOUSLY IN Lv just after the game showed at London's ECTS trade show. 

So new info on Jet Force is thin on the ground. 
A recent interview with the development team 
posted on Rare's web site (www.rareware.com) 
haemorrhaged a few details however, including 
some information on the two-player co-operative 
part of the game. 
Tarot LACM Laoag a ODER AN 

in the picture with the three game characters (twins 
Juno and Vela and their space dog Lupus) is a 
robot called Floyd. Rare weren't clear whether the 
little droid was a Navi-type inclusion a la Ocarina 
of Time, but they did say that the second player in 
co-op mode could take control of him and take 
part in the game. 

TM eter MUM ea lm Ua Maayan gT- Rm ga ee Una oAg 
playing as Juno, Vela or Lupus controls the 
movement through the level, while Floyd players 
content themselves with shooting. However, the 
only alternative to this set-up seems to be to have 

A Flying jetbike level. Space Harrier 
anyone? Bring on the dragons. 



the level set ‘on rails’ like Starfox — it's certainly 
hard to see how a non split-screen multiplayer 
could work otherwise. 

Other facts leaking out of Rare's compound 
concern the game's level structure. According to 
the designers there will be jetpack levels, puzzle 
levels, flying robot levels, multiplayer levels (of 
course), hidden characters and areas of the game 
that will only be available to one character with 
their individual special skills. It seems that you'll be 
able to switch between Juno, Vela and Lupus mid- 
mission to take advantage of these character 
differences — a bit like Mystical Ninja maybe? 

Next month the the N64 phone will ring and 
we'll be summoned to Rare's top secret 
offices to view the finished game. We'll have G) Yr P 

2 it all for you in the next issue — make sure 
you're there. 

Cute. Gah! Still, be good to fi “ Oy, 
shoot holes in. A, 

88 shots left on Vela’s 
red hairdryer. Curly! 

eee 
te 
i 

Dog in a tank. Crufty! [> 

Juno models the sort of exo 
AV body armour Wil builds at home. 

Jet Force Gemini 

TO BE CONTINUED 
Next month we'll know for sure. 

s«= We are very, very excited. 
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(REVEALED! WE PLAYTEST DUKE’S NEWEST ADVENTURE ‘TIL IT SQUEALS 

e939) \ le) 

A “You're the disease 
and I’m The Cure. 
Altogether now! 
Oh, | don’t care if 
Monday's blue...” 

Plenty of [> 
opportunity for 
camera-related 

tomfoolery. 

ee 

imitate ect iit sd 
thing about Zero 
eo mM UE deem (-c) 9) 
iw TCC lice es 

aforementioned debut on the 
N64 was a tremendous, if overdue, slice of gun- 
filled fun, and Zero Hour is much of the same. 
Admittedly, things have been updated and refitted 
a bit - no more rubbish-looking 2D sprites, a better 
selection of weapons, larger, less linear 3D levels — 

VISUALS @ 

No fogging at all. There’s a lesson a 
there for every developer. + 

4 Fgh ‘ : te ae 

A Not quite Clint Eastwood, is it? But, then, Clint 
never had a missile launcher to muck in with. 

Issue 26 

= Pare milS 
Titanic. Anyone 
got a lifeboat? 

Freeze Gun. rtf | om 

Perfect for wt) eg iy 
i Life. Mae 

Geddit? Oh... 

CE: 
ot 

. a 
. i. 

but the basics of what made Duke games, well, 
Duke games is here: buckets of blood, pain-loving 
LAPD pigs, slightly dodgy enemy Al, and rubbish — 
but mildly tittersome — one-liners, including, “Your 
ELS ol0] mn r-CO MAU dame | CcColg a 

sorry, did | break 
your 
(eel slain) tet o lara 
and “Rip ‘ema 
Unt e\ Varela (= 

IST ear | 
third-person 
Elon (tea at 

(sigh) Tomb Raider — you'd be 
well within your rights to expect 
plenty of Lara-style annoyance 
and fiddly button-nudging. But 
you'd be wrong. Duke's 
platform-leaping is limited to a 
few, very simple bounds and, 
much the same as the first game, 

SLUM TULL) ol aColum aun elts 
concerned with getting you into 

goodie-packed nooks and crannies. Fortunately, in 

cases of tricky ledge-wandering, the camera is 
happy to show off its brilliance. Pressing your back 
up against a wall, for example, poses no problems 
to your viewpoint; unlike Core's breast-heavy 
trilogy and even GT's own (but not Eurocom- 
developed) Duke Nukem: Time to Kill on the 

PlayStation. Instead, Duke fades out (a bit like 
Ethan in Mission: Impossible) allowing you to fire 

A Pipebombs. Toss it at . 
enemies and they explode at 
TehcoM iat 16x MELel A 

jie se 
7 a Good extra detail. Like 

= i this free-flying bird, 
| 3 here. And realistic rain. 

I'm a firestarter! Twisted 
firestarter! Um, anyone 
seen my Mummy about? 

<{ Look at the poster. 
Clever digs are scattered 

Bt throughout the game. 

person - it doesn't actually feel 
any different to previous Duke 
Pee Vem Meu a tl 
Pee cel ee ML el 
playing the next level of Duke 
Nukem 64. Which is... good. 
(Otero) s 

Uae CaaS e- 1a CMe laaiT- Um [Ola a Lees ke] t 
Visually, the game is impressive — free from any 

fogging at all (except when it's needed in the 
zombie-filled Victorian levels) — and it makes good 
use of the Expansion pak. The new 3D 
enemies are excellent too, particularly the 
undead, who you can blow in two with a 
shotgun and then watch as their top half 
crawls around, leaving bloody trails 
behind it. Top stuff. 

The levels are interesting: the 
Opening is Strangely reminiscent 
Of the first, city-based parts of 
DT) oe ete TT ees 
soon chop and change, with 
post-apocalyptic, western, 
Victorian, highlands and space- 
Co) atta tela rol eee oa 
mickey takers like a tremendous 
Titanic take-off. If there's one 
problem, it's that some of the 
puzzles — mostly involving the 
location of keys — can be a bit 
random, leaving you to search 
endlessly for a single item which 
you need to progress to the next 
part of the level. Perhaps a map 
would have helped 

Still, despite that, this shouldn't 
disappoint. It'll be 
clobberin’ time next a 
month 



Ay DVWARE These are a few our of favourite things... 

pipe bomb freeze gun Tilt etl etic Fda ett (ola) nuke gun 
(eT ei lee eee et A bit like Turok’s Particle Not quite as impressive as Quite a lot of Zero Hour is in This sizzles with purple 
game, lob these and set Accelerator. Freeze them up GoldenEye’s version, but complete darkness. Whip death. Charge it up, let it | 
them off when you want. then watch them explode. makes more mess on the these out to see better. And loose and everything dies. 1] ; 
Ka-boom! Mmm. Ts ger Tet T'rific. ‘ ts) 4} 
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There's nothing like a wholesome multiplayer, especially chance of hitting anything because you're constantly 
Le OM MOU Cee Ce eC SLR OD UEAC LNA ileal te Me COE meee Mules ei 
Duke delivers the deathmatch goods on both counts PY) ee CR ee eee aCe eee NM oft) 
with nine specially created arenas, including one downsized from those in Duke Nukem 64, making it 
completely floored in ice, meaning you stand virtually no _ easier for everyone to find —- and kill - each other. Aces. 
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Leia cy ue Ae ta en maces, aa} é W Oia” rH cs 

A Each of the four participants mis See ee cn 
Cte icici acetal a 
Duke. Cowboy Duke, there. we 

a i 4 Ose Pan, 

(ofelol ae] (olele Me Vale lus ale 
ae eee ALE) 
amount of carnage in-game. 

“You want to kill me? Oh, 
you are a one. Oooh, this . eS 

Le Tire jacket is rubbing a bit”. asc Py fa oa 

Noam ee colele CATA INV 
TO BE CONTINUED... going over next month. 
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INTENDO 64 NEWS CENTRE 

once again. 
f anyone doubted that the UK’s 
tabloid press hates video games, 
a week of coverage in the last 
month of January provided 

irrefutable proof. The story concerned a 
two-year-old master Samuel Simpson 
who, according 

ety tas, Dar 

=== 

| Pee eC NMC RLS C
EUs 

~ EEC vat be quite so : 

‘ irresponsible just to keep Se
 

Tea two-year-old boy STIG 

Video 
games evil 
Britain's newspapers attack video games 

to the Daily Mail, plays GoldenEye ten 
hours a day, yelling “die” as he shoots 
another ‘video game enemy’. 

Samuel who, from the pictures 
included with the article is the first 
person in the World to play GoldenEye 

using the D-pad 
and analogue but 
no buttons (least 
of all the Z 
trigger) has, 
apparently, been 
hooked on the 
game since he 
was 18 months 
old. Disregarding 
the fact that to 
achieve mission 
objectives such 
as “Install covert 
modem", 
“Photograph 
satellite" and 
“Obtain staff 
casualty lists” 
Samuel must 
have a reading 
age at least ten 
years ahead of 
his 24 months, 
the Mail 
spends most 
of its fact- 
filled article 
berating Sam's 
parents for 
letting him 
play on the 
N64. “How 
could any 

parent be so irresponsible?” 
In another display of research, The 

Mail also state that Mr and Mrs Simpson 
intend to buy ‘a portable version’ of 
GoldenEye to take on holiday, this being 
the portable version as yet unknown 
outside the Daily Mail, presumably. 
However, a slip such as this is 
understandable from a paper who 
seriously believes that a child of two 
could play a complicated computer 
game for ten hours a day — more time 
than most two-year-olds are awake. 

Not content with wasting their 
readers’ time with their page of 
misinformed, judgmental and 
patronising drivel, the Mail also saw fit 
to harass a psychologist for a quote — 
probably dragging him away from 
something important. Sam should play 
for no more than two hours a day 
opines the good Doctor Griffiths, and 
then only on ‘Educational’ games — 
nothing that will warp his moral 
development. 

That people write this sort of crap is 
bad enough. That people might believe 
it is as depressing as another article 
about Lara. As far as the mainstream 
press are concerned, if you play video 
games there's something wrong with 
you, and if there isn't, there soon will 

be. The sad fact of the matter is that the 
whole Simpson story has been warped 
and abused purely to fit the tabloids’ 
prejudiced little agenda. You'd think 
with more than four million PlayStations 
and N64s in the country, and more 

than double that number of gamers, Q 
they'd have a bit more sense. 
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Games Network — N64 Magazine's sister 

Internet magazine based in America — a 

tem COM UCL R eM cre] 

tidings for N64 owners. The bad news is 

that the N64 version of Konami's much- 

N64 grows 

he 64DD may be in a state 
of permanent hibernation, 
but third-party pad and 
steering wheel 

manufacturers, InterAct, have 
announced an N64 add-on of their 
own. Designed to work with 
Nintendo's controller paks, the Dex 
Drive allows gamers to download 
game saves onto their PCs. From here 
they can exchange saves with friends 
or download specialist saves from the 
Dex homepage, transfer them to their 
own controller pak and use them in 
game. 

a] 
ve fear 

The Dex Drive is essentially a little 
docking port for an N64 controller 
pak, with connections to a power 
source and a nine-pin PC serial cable. 
Once hooked-up to a PC, software 
bundled with the drive allows gamers 
to catalogue their game saves, transfer 
them to and from the PC's hard drive 
and load other people's saves back 
onto their controller pak. 

The Dex Drive has received a 
rapturous reception in the States, 
where it launched on the 2nd 
February. The feeling there is that it 
will allow games designers to increase 
the range of game customisation they 
can include. Options like Top Gear 
Rally's paint shop (where individual 
cars can have their paint scheme 
redesigned) would be all the 
more appealing if gamers 
could download 
specialist paint jobs 

loved Contra series has been 

canned. However, when it came to 

the possibility of an N64 version 

aC ae to) (emo el a 

PlayStation’s finest titles — there 

was more to celebrate. Konami are 

keen to extend the Metal Gear 

brand and are seriously considering 

versions of the game for the N64 

and Dreamcast. 

a new peripheral but 
it's not from Nintendo. 

from the games designers themselves, 
as well as exchanging their own saves 
with friends. Similarly, if a game was 
programmed with the system in mind, 
new tracks for racing games or new 
deathmatch arenas could be released 
by software publishers over the 
Internet. In this respect, the Dex Drive 
could provide the same sort of 
function intended for the DD, albeit 
with save sizes reduced from the 64 
Megabytes available on a DD disk to 
256K (0.25 Megabytes) on a 
controller pak. 

No UK release date has yet been 
confirmed for the Dex Drive. 
We'll have a full review of a Q 
US version in the next issue. 

We may 

does 
per 

V add-ons. 

rah 

eC 

BBC promises 

to re-launch 

video games’ Pa eee Uh 
shaky 

owards the end of February, 
the first N64 emulator was 
released onto the Internet. 
Available to high-end PC 

owners only, the amateur, unlicensed 

software allows PC owners to play 
up to 20 different N64 games on 
their PC, including Super Mario 64 
and GoldenEye. 

Emulation enthusiasts normally 
concentrate on older console and 
computer formats that are now no- 
longer available. The arrival of an N64 
emulator has shocked the games 
industry and provoked anger 
from Nintendo ensuring that 
the original emulator web 
site was closed down within 
a couple of hours of it going 
online. The big N are as keen 
as ever to protect their 
copyrights and have vowed to 
fight vigorously against all 
forms of piracy involving their 

as 

television career. Called Sub Zero and 

EU eee NAL LL oie: a US U 

show is part quiz, part game show where a 

ET a rey eel acre ae Co 

girls in a variety of ‘high tech quests’. 

Viewers will be able to help the contestants 

by phoning or e-mailing advice. The price 

of failure for the losing team is banishment 
to the cryogenic chamber for the ‘big 

freeze’, so, you know, it matters. 

ex appeal Pirates 
board N64 

esak 

puts 

games. While it remains unclear 
whether the emulator software itself 
is an infringement of copyright, the 
possession and distribution of game 
ROMs -— the N64's game code 
transferred from cartridge to a 
computer's hard drive — definitely 
remains illegal. 

Although the games running 
under emulation look impressive on a 
PC monitor, most require an analogue 

controller to work properly, something 
a PC keyboard is unable 

to reproduce. PC gamers remain 
delighted with the appearance of the 
emulator, though, as it finally allows 
them to play something other than 
top-down strategy games, infinitely 
dull flight sims and relentlessly cloned 
first-person shooters. 

The arrival of the N64 emulator 
has little significance for N64 owners, 
a dangerous virus has already been 
released attached to some forms of 
the emulator with hard disk 
destroying capabilities and the 
problems with keyboard control ruins 
the design of some of Nintendo's 
finest moments. Still, the PC 
lot will do anything to get 
hold of a good game. 



CORRECTION CORNER 
In last month's review of the Gamester 
G64, we mistakenly printed the price of the 
steering wheel as £70. It's actually onl 
£60. Good news, eh? Datel have als ked 

us to point out that the Action Replay 

Smart Version AKA Smart Import Cartridge 

is not a Datel product but an imitation. The 
company marketing the device are illegally 

using Datel’s trademarks. Be careful. 

TUROK 
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the office 
moments too 
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Tips Extra comes this master code for 

Acclaims blood splattering Turok 2. 

Enter ‘bewareoblivionisathand’ at the 
i eteeract ae lara OU Mate tier) 
cheats as well as the ability to walk to any 
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of this code hasn't come a moment too 
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GAMERS WANTED! 
Our good friends at Granada TV have 

asked us help them find some hardened 
gamers to assist them with a new TV show 

to go out on cable. If you're interested, get 
mem OULU Mea icon Coe Lad 

Granada Television, Atlantic Pavilion 

Albert Dock, Liverpool. L70 1AD 
Tel: 07970 602 763 

12) [NG 

Or e-mail rick.bronks@granadamedia.com 

FANZINE FARM 
You sent those spinal chords to the pie factory 
Jethro? Well, get on an exercise those fanzines then! 

N64 ZONE 
A hardy perennial in the upper fanzine field, N64 Zone 
has now reached issue 4. Editor Peter Jordan knows 
what makes a good fanzine — the sort of writing you 
can't get from mainstream magazines and plenty of it. 
As a result, N64 Zone stretches to a quota-stretching 
44 pages in A5 and even includes a free games 
directory supplement and a 16-page tips guide to 
GoldenEye. Bargain! 
¢ £1.50 sent to Peter Jordan at 4 Old Church Road, 
St Leonards-on-Sea, East Sussex, TN23 9HA wins 
you a copy of N64 Zone issue 4. 

NGT 
A mysterious one this. NGT is on its first 

issue and we're not quite sure what the title stands for. 
Still the ‘zine itself shows promise with some nice 
touches like the games directory which just divides the 
N64's back-catalogue into Buy! Try! and Cry! Cut out 
the block capitals text (it sent our eyes spinning) and 
you've got a germ of a good 'un here. 
¢ Chris Butterworth is the man in charge but we've 
got no contact details. Send us your address, man! 

=. 2138 EXTREME CONSOLES 
Extreme Consoles is back and it's 

ARGH 

F-ZERO Kanne 
comer Reine MD 

ISSUE] Ger 

ey — 

Bsa: 

MASSIVE ZELDA Revie 

now in colour! Phil Curry and Tony 
Mann are clearly having a stab at doing their very own 
mainstream console mag and good luck to them. There's a 
review of Zelda, a strong tips section and some 
predictions for the future that border on the over- 
optimistic. EC was originally a dual format 'zine but with 
‘nothing new coming for the PlayStation, the N64 is now 
its sole focus. 
e £1.50 Cheques or cash to Philip Curry at 4 Pittfields, 
Langdon Hills, Basildon, Essex, 
$S16 6RD. 

SUPER 64 Se 
Weighing in at 38 pages of A4, Super 64 is a Issue " 
weighty tome as fanzines go. Mostly text with a Super Mo 
few artful pictures supplied by Art Ed Claire vse ne Mario 64, Lis 
Bareford, S64 is another pop at a straight 
Nintendo magazine and might benefit from a Intemational £0 beat Mary oy xy 

few more features or quirky stuff to make it Soccer, Superstar 
stand out a bit more from the crowd. Still, it's a F-Zero x el 
good launch issue and we look forward to 907-Goldeneye.” 
seeing the next one. one we 
¢ Send £1 to James Smith, 5 Arundel Road, 
Peterborough, Cambridgeshire, PE4 6JJ and a 
copy of Super 64 will find its way back to you. 

Got a fanzine? We want to see it! Send your choicest produce to: 
Fanzine Farm, N64 Magazine, 30 Monmouth Street, Bath BA1 2BW. 
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Zelda ad 
‘not sexist’ 
Complaints about Nintendo's ad 
campaign rejected. 

na recent ruling by the 
Independent Television 
Commission (ITC), Nintendo's 
TV ads for Zelda have been 

ruled not sexist. The Commission had 
received complaints from 72 
viewers who claimed that the 
advert's central slogan “Willst thou 
get the girl or willst though play like 
one?” was unfair to girls. 

In their ruling, the ITC stated that 
although they recognised the sexist 
overtones “such tongue-in-cheek 
treatments were unlikely to have the 
widespread negative affect that those 
who complained feared". Removal of 
the advert from the air was therefore 
deemed unjustified. 

Zelda sold out in the UK within 
days of its 11th December launch 
date, becoming 1998's biggest-selling 
game. The television campaign was 
halted abruptly when Nintendo ran 
out of copies of the game to sell. With 
a new supply of carts established in 

Wd AVA thou get the girl? 

the shops, Nintendo may well wish to 
start re-advertising. 

Know tt all! 
Fantastic N64 Magazine Zelda 
guide arrives in the shops. 

he official N64 
Magazine guide to 
The Legend of 
Zelda has just arrived 

in the shops. With maps of every 
single part of Hyrule as well as a 
complete guide to finding and 
using every item in the game, it's 
an essential purchase for all 
budding Hyrulians. 

The guide, written by 
members of the N64 
Magazine team along with 
a dedicated team of 
Zelda experts, is priced 
at £3.50 and features 
an exclusive Wil 
Overton poster of 
Link. Get to 

WHSmiths now! 



‘DESTINY CALLING 
Tee Ue UCC meld eae- Ue 
Fighters Destiny 2 which is being 

Pica Ue US ae 

Boasting some new characters and updated 

graphics, the game will use the same 

unique fighting system that distinguished 
the original from the common herd. No 
screenshots are available as yet, but we 

hope to have something for the next issue. 

Nore 
games 

for "99 
Titus, Take 2 and 
Paradigm 
announce new 
titles. 

Titus — the French publishing 
powerhouse behind SNES classic Prince 
of Persia and the N64's first chess 
games — have announced two more 
games. Top Gun will be a licence from 
the legendary Tom Cruise speed-a-thon, 
and Kasparov Chess will be a follow-up 
to Virtual Chess with the addition of 
the all-important Grand Master 
endorsement. 

Meanwhile, Take 2 — publishers of 
the sublime Silicon Valley — will be 
bringing Monster Truck Madness to the 
N64. The PC game originally designed 
by Microsoft will be given a full N64 
workover and should arrive in July. 

All the way from Paradigm — the US 
company behind Pilotwings, Aero 
Fighters Assault and F1 World Grand 
Prix — news reaches us that F7 will get a 
sequel in time for Christmas. No more 
details are available, although we at 
N64 Magazine would be amazed if the 
Expansion pak 
didn't come into 
play. 

More news on 
all these new 
games as soon as 
we've seen some 
screenshots. 

The legendary [> 
Kasparov will be 
endorsing a new 
chess game from 

Titus. 

elieve it or not, there was life before 
electronic games. Once-upon-a time a 
handful of marbles were about-as:much fun 
as you-could fit-in-a‘coat pocket. Perhaps 

the first version-of handheld gamery canbe-seen in 
Tomy’s huge range of pockateers, ball bearing based 
handheld games, often-relying on clockwork 
motors and-clever use of magnets-to create 
imaginatively themed puzzles. 

The progression to machines like Ninténdo’s 
Game. & Watch may. now seem obvious, but there 
is a-relatively forgotten-evolutionary stage in the 
development of the-genre, the motor-driven 
electronic game.-There was a brief time in the late 
seventies when even producing simple LED based 
handheld games-was very expensive, and so the 
boffins behind the pockateer developed a new kind of 
machine, a-mixture of mechanical motor-driven-sprites 
and simple lights. These analogue videogames remain 
amongst the-most-collectable handhelds available and 
provide a valuable missing link between marbles-and 
the Game Boy: y 

BLIP 
Tomy 
Created in 1977, 
Blip-was_one_of the 
earliest. handheld 
electronic games 
to sell ‘well. Its 

familiar layout 
, smacks ofthe later two- 
player LED games created by both 

Tomy and-Epoch. The players are each presented 
with three buttons corresponding to the-position of 
the bat. A large dial at the bottom of each screen 
allows you to-wind up the-clockwork motor, and 
the two-serve sliders reset the scores foreach 
player. If you hadn't-already guessed, Blip is a 
handheld version of Pong. 

Wind the motor and:the-game is starts. The 
only electronic part of the-machineis a single red 
LED which represents-the ball. Ingeniously, once in 
motion, this mechanical-arrangement does manage to 
randomly choose one-of the three landing positions on 
each side of the screen: Also, thanks to the real 
physical movementiof the LED,-the ball is:super 
smooth..On-the down-side, the motoris noisy, and 
eventually you: will memorise the ball’s pattern. Overall 
though, Blip is a -véry.compact,and 
surprisingly sophisticated, unit,.and the 
batteries willlast for years. 
RETRORATING: 

DEMON. DRIVER 
Tomy 
Driving games-have always been popular with gamers. 
In retrospect you-would-have to argue that it was the 

thousands: By +978: Tomy-had-abandoned the 
realistic mini steering wheel that sold Demon Drivers to 

clockwork-motor in favour-of an électric-one, and while 

. RLD 
with Jason Moore 

Back.to a time when ET stickers-were 
worth more than lunch money. 

still just as noisy, it allowed 
for-faster and longer games. 
Demon Driver is a. game.of 
dodging oncoming traffic. 
Steering is pin point-accurate 
thanks to the dainty steering 
wheel, and speed is altered by a 
neat little gear shift; allowing for 
three separate speeds-and 

} neutral. You are pitched against a 
} stopwatch at the top of the 

screen,-the idea-being to progress 
as many milés-as-possible. The 

mile counter must be manually reset before each 
game. You.drive-down a dual carriageway and the-cars 
approach at-different speeds. If you stop; they even 
overtake you! Hit one, and a red explosion flashes 
under your car, and the-mile counter is: stopped as you 
try to get round it: To create two speed scrolling-in a 
mechanical handheld-is-a considerable achievement-tn 
typical Retroworld fashion, tripped the machine-open 
to find the whole thing uses two mini rolling roads to 
create the illusion of movement,-and it's not until you 
see the machine running withthe lid off that-you 
realise how ingenious it really is. Overalt,-a lot 
technical effort to create what still remains a 
playable game. 
RETRORATING: 

STUNT BIKE 
Tomy. 
Turn Demon_Driver on-its side, throw-in-some-barrels 

to jump. over and-you have Stunt Bike. The first 
thing you'll notice is the 

detailed-bike sprite, which 
|-is ten times more 
impressive than in-Epoch's 

| later-BMX-Flyer — the-tiny 
wheels actually go round. 

| Like Demon-Driver, you 
| ~controtspeed with a-gear 
shift control, though this 
time there are_only two 

gears. The timer-and 
distance-counter are also the same, but-instead of the 
steering wheel, you are given a jump button, with 
which to:leap-over the piles of barrels-which scroll 
towards -you:-This is-where the real-difference-between 
the games becomes apparent: Stunt Bike is super 
tough = misjudgé ajump by a millimetre and it’s the 
anhoying accident sequence, consisting of you trying 
to shift your flashing and buzzing bike past the-barrels 
with-the-pass-button. In comparison withthe others-in 
the range, Stunt Bike is without doubt the most 
frustrating. of Tomy's mechanical. games,-but 
still-a-considerable. gaming achievement. 
RETRORATING: 

Retrogames shop now open: 
47-Church Road, Hendon, London, 

NW4 4EB Tel:-0181 203 8868 



Updating 
you on 
the N6 
games of 
the future 

nother early arcade 
multiplayer favourite is 
coming to the N64. 
Banish all thoughts of 

Rampage World Tour from your 
minds, though, Gauntlet Legends is 
a 3D update of the mid-80's classic 
and based on Atari's spangly new 
coin-op. 

It retains the monster-bashing 
gameplay that made the Gauntlet 
series so popular, with a team of four 
characters — Warrior, Wizard, Valkyrie 
and Archer — travelling across the 
land of Ataria, whacking demons and 
searching for the hidden rune stones 
which will restore peace to the world. 
The Archer, a busty female, replaces 
the nasty green pixie from the 

GAUNTLET ae LEGENDS 

A A bit of forest 
scenery there. 

Masses of enemies on 
screen together, andno }§ 

V Ey (ole lela 

PPe i 

The multiplayer mode isn’t 
up and running just yet. 

bad cg <J Spooky maze time. 
Ba Pere ers eens 

original Gauntlet — hooray! VJust 
don't tell Link we said that.) The 
characters have different magic and 
fighting abilities, meaning that a two 
player team of Warrior and Valkyrie is 
much less likely to succeed than a 
Warrior/Wizard combination. 
Additional secret characters are 
discovered as you progress through 
the six worlds. 

Unlike most N64 games, all four 
players use the same screen, meaning 
that cooperation is essential. If there 
are any disagreements about which 
direction to move, nobody will go 
anywhere at all. Since the levels are 
designed as bigger versions of the old 
Gauntlet mazes there's usually only 
one way to go, but, in our 
experience, the smart alec who 
chooses the Wizard always thinks he 
knows a shortcut. Shoot him. 
Teamwork is also required to defeat 
the huge bosses — the giant spider 
woman thing is excellent — along with 

37% complete, 
but looking 
elm 118 4 
already. 

Se ie) rule ota as eee a 

The same status displays as the original. A ett 

A 

ie a 

a hoard of power- 
ups ranging from 
five-way shots to 
magical fire 
breath. 

Like most 
new titles these 
days, Gauntlet 
Legends will use the 
Expansion pak for hi-res 
graphics. It's due out in the 
States at the end of May. o 

ie saa {ame Yesik aX | adene Weald cada Tene Walk cata’ 

kee. ie nianen) 
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V Tasteful floor tile action. 
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Ta-daa! 
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Strange two-player camera angle. A 

ae i Whoops. Could be game over time here - no 
acc V (xo) CA lele mau eme [eA el ale RT 
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RET eto ee AC aD | 
for miles around. Bad mistake. 

intendo's involvement hallmark of Nintendo quality. The 
with Koei’s WinBack control system has been tweaked, 
project looks like it could = with a more stable camera system 
be about to pay off, if the allowing the main character — Jean- 

latest batch of screenshots are Luc Cougar — to hide behind a 
anything to go by. The bigwigs at corner whilst simultaneously 
NCL decided that the game's targeting an enemy with the R button, The weapons are all suitably ‘real 
promising stealth shoot-’em-up then leap out for a swift burst of laser- world’, just like in GoldenEye - a 
scenario represented too good an guided gunfire before ducking back range of pistols, machine guns, 
opportunity to leave in the hands of a__ out of harm's way again. The Z gadgets and explosive things. The 
first time development team, and sent __ trigger is used to crawl under laser multiple objectives also bear more 
their own N64 experts to offer advice — beams and the like, with Bottom-C than a passing resemblance to Rare's 
and programming know-how. locking Jean-Luc's position and masterpiece, but more than anything, AS 

The fogging hasn't been sorted freeing the rest of the buttons for yet we'd say that WinBack looks like % 
out yet, but the deathmatch levels and — more actions to show off his 400 being the game Mission: Impossible y 
cinema sequences bear the distinctive motion-captured moves. should have been. 

Pleeeease, let it be that 
good. Pleeeease. Q A Nice coat, you pansy. Jean-Luc is 

going to enjoy ventilating you. AV What's the betting that the geeky one gets it first? 

Shoot first, ask questions later 
Jean-Luc. Ka-boom! 

r 

A. 

° _—— A Oh, the poor 
: Fi unsuspecting 

fii 4 fool... 

= Jean-Luc always [> 
PE CaP eee) el ae oR cele Me rai meme) a Coad Colo een ale | Go! 

damage, courtesy of Mssrs Smith and Wesson. aor soem Y (+e) 07/18 11517. C o! 
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s the World gears up for the start of 
the 1999 Grand Prix series - and 
everyone except James makes 
alternative plans for Sunday 

afternoons — Ubi Soft are putting the finishing 
touches to Monaco Grand Prix, their follow-up to 
1997's F1 Pole Position. 

The good news is that the French company, 
who also have Rayman II, Hype the Time Quest and 
Tonic Trouble in development, have cured the 
problem that dogged Pole Position: horrific pop-up. 
MGP has the smooth horizon building of Paradigm's 
F1 game and includes 16 of the World's most 
famous circuits in all their accurate polygon- 
modelled glory. 

But fans of accuracy will be disappointed to 
learn that the game has yet to acquire an official FIA 
licence, and it looks as if players will be stuck with 

the 
@ lo Switch Car 

A The Raspberry Ripple team car takes 
the corner with style and grace. 

- ef : . Po 

<a ke yy Agressiveness : 
‘ ABD : 3 oe fefensiveness : 

. A Monaco looks nice today. 

0 i 5 Team: Red. Pilot: 
70 Switch Can Mt el] 

A !ts replaytastic! 

CO GRAND PRIX 

The interface for this part of the game isn't as slick 
as World Grand Prix's, but the detail is definitely 
all there. 

A lot can happen in the last few months of a 
game's development. In all honesty, a lot needs to 
happen to Monaco Grand Prix if it's going to have 
any chance of mixing it with Paradigm's 93 
percenter. We'll have the full story in April 
providing nothing untoward happens. 

<{ !gnore the dodgy 
ghost hands. 

made-up teams and drivers. 
Realising that this is a bit of a 
disadvantage, Ubi Soft have 
included a name editor for the 
drivers but not, unfortunately, for 
the cars. In comparison with F7 
World Grand Prix's accurate car 
liveries, the made-up teams of 
Monaco look a bit camp and, 
unfortunately there's 
nothing you can do 
about it. 

Window-dressing 
aside, Monaco also 
seems to need some 
work in the frame rate 
department. The cart we 
got to play with was 

definitely an early version which might 
explain why some tracks, like Monaco 
and Australia, zipped round at a 
perfectly acceptable rate, while others, 
like Brazil and Britain's Silverstone, 
seemed to be coming out of the N64 via 
a special treacle filter. An optimisation 
problem then? We hope so, five or six 
frames a second just isn't good enough. 

Fans of twiddly-fiddly bits in games 
will be pleased to know that full car 
customisation options are available, and 
playing through a proper 
season allows Friday and 
Saturday practice to 
perfect your car set-up 
and register a 
competitive grid position. 

o 

Stick James in a Formula 1 car and this is the result — absolute 
bloody mayhem. Someone better have brought a tin opener. 

Artistic camera angle, [> 
showing off the strange 

etry mie 

No fogging - always a 
V highly commendable thing. 

ani 

na 
‘ir) 



veryone's favourite brown 
spinny cartoon character will 
make his N64 debut this 
autumn in Taz Express, a 3D 

platform game from the busy folks at 
Infogrames. 

Apparently Tazmanian Devil has 
been pushed into a job by his better 
half, She-Devil. Fed up of seeing the 
fat brown one staying indoors drinking 
Jack Daniels all day, she found him a 
job as a delivery boy, transporting 
parcels across hazardous 3D levels. 

bad piece of character 
design in a multiplayer 
battle racer can leave a 
sour taste in the mouth - 

hence the divided opinions in the 
office regarding the merits of Timber's 
eyes and Pipsy’s charms. 

But if Mario and the gang aren't 
your thing (weirdo) there's 

only a limited choice of 
alternatives. Enter Infogrames, 
with a host of ready made 
Looney Tunes characters. 
Space Race pits cat against 
bird, furry thing against 
Martian, as Tweety and co 

hop on their rocket sleds and 
get stuck in to some comical 
racing japes. 

With the Hopefully Pe 

cute most of the 
combatants ela CRI) 
having proved [igaeeee 

enduringly REY 
popular for this one. 

Where to now? Not the 
brainiest of brown things. 

The smiling Taz face in the 
olen melee 

What follows is, predictably 
enough, much running, jumping, 
climbing and spinning. Graphically it 
looks a cut above the average Mario 
clone, and the inclusion of a horde of 
other Warner Bros characters should 
help it stand out from the crowd. Wile 
E Coyote and Marvin the Martian are 

It's Bugsy himself, astride a 
giant firework. Ride it, Bugsy. 

decades, Infogrames could well be on 
to a winner if they can get the 
balance of the gameplay right. 
Sylvester will take the Mario role of 
Mr All-rounder, with Tweety filling 
the light ‘n' nippy Toad’s 
boots, and Taz starring as the Q 
fat bloke. Interesting... 

Heading for a brick wall. [> 
Evasive action or a tricky 

weapon might be called for. 

<j Doesn’t look too bad at all, does it? 
Taal Ele ieee ESL 

V Hey, cartoon computers. 

Taz, the freaky brown 
V UT eke tA 

the first two characters confirmed to 
make an appearance along the way, 
and Infogrames promise that there'll 
be plenty more by the time the 
game is formally unveiled to the 
press later this year. More 
news in a couple of 
months’ time. Q 

LOONEY TUNES SPACE RACE 

ss 5 

PIN 8 aL 
about then? You'll notice it in all 
the shots - we'll wager it's 
Re eel ee Mee ALL ke 
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A Gstle Shadowgate is in a sorry 
state of repair these days. 

i P és So how do we get up there then? © 
relied Pet Shae a Some lateral thinking is called for. 

(olga eae Ma Lo 8 
Aha - it’s a first-person 

V game, like Turok 2. 

Oe Se 
Clea ulem: lei 1) A 

A eae ard 
Be leke a1 eT a 
ier aie 

: eee Pa 
Fogtastic stuff, but Del boy isn’t scared of a bit of [> Bee 

mist - he’s a rock-hard halfling from Watford, guv‘nor. 
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Hope that car doesn’t fit 
through those big gaps. 

Remind you of anything? [> 

CALIFORNIA SPEED 

asically a faster version of 
Rush 2 with different 
graphics, California Speed 
is set to bring its own 

brand of wacky racing to the N64 
later this month. 

The game uses a new version of 
the Rush 2 engine with the heavy 
fogging largely removed, giving a 
much clearer view of the track ahead. 
When we first previewed California 
Speed in issue 24 we questioned how 
well the arcade version's crisp visuals 
would translate to the N64, but it 
seems as if Midway have done a fairly 

decent job of it, even if it's unlikely to 
include the Expansion pak hi-res mode 
the game was crying out for. 

The N64 version includes plenty of 
gameplay enhancements over the 
arcade original — more tracks, more 
cars, and lots more secrets to uncover. 
Each of the 14 tracks can be played in 
three extra ways — reverse, mirror, and 
reverse/mirror — as well as the 
standard ‘normal’ mode, so there'll be 
plenty of additional challenge once the 
game has been beaten for the first 
time. There are lots of vehicles to try 
out too, including 15 standard cars, 

e've had a playable 
Carmageddon cart in 
the office this month, 
and whilst it was 

somewhat devoid of things to run 
over, its smooth hi-res visuals, using 
the Expansion pak to boost the screen 
resolution, showed promise. 

The way the car crumples as it 
takes damage looked rather nice - it 
starts out each race looking like a 
shiny new motor 
straight off Frank 
Butcher's forecourt, and 
successive collisions 
batter its face in until it 
looks rather like the 
chirpy cockney car 
salesman himself. 

The cause of the 
collisions in the finished 
version will be zombies, 
which you can splatter 
across the road and 

reverse over if need be. 
Apparently SCi will also be 
including an N64-specific 
rural England level populated 
by... animals and farmers! 
Heh heh heh. Excellent. Of 
course, they have to be careful 
the game doesn't wind up causing 
the same kind of fuss as the PC 
original and getting an 18 certificate 
slapped on it. Nintendo might have 

ranging 
from 

nippy 
sports 
models to 
pick-up 
trucks, as well as a sprinkling of 
hidden ones like the golf cart 
and the Indy car. 

Good karma 
CARMAGEDDON 

relaxed their rules on gore, but 
only Link can get away with 
cruelty to chickens. 

HEAL RMR 

A truck will make 
great roadburgers. 

Now that's not 
TN aed 1108 

Not as nice as the arcade 
AV version, but still not too bad. 

ie for a bit of loopin’ 
and killin’, Bubba. 

This bright arena will be 
eo Tae Ele (20 

a 

a 
hr SS dl Son, 

Le iy 

rat: Lae Xe) 
the ground 
We're reliably informed that 
Fighters Destiny 2, the sequel to 
what was, in a very real sense, 
‘our Tekken’, is in development at 
Imagineer's Japanese HQ. Details 
lool Ui male (an MM UN Lear eee Co 
sketchy, but we'd expect the 
innovative judo-style points 
system to remain in place, 
hopefully with a better range of 
moves and characters, and greatly 
increased game speed. 

Happy days for RPG fans — 
Natsume's Harvest Moon 64 is 
e[VTom elmo oma ler maT 
autumn, and we positively 
demand an English translation 
before Christmas. The farming 
RPG, superb on both SNES and 
Game Boy Color, will retain the 
traditional 2D overhead view of 
YMMV CPIM Ueda} 
power of the N64 being used to 
create a bigger and more 
involving environment. There will 
be more than 50 characters to 
talk to, and 400 preset events to 
cope with as you toil to please 
laa ATeUAU 13 mrexole cm-l ate oo.d oye Lale| 
your farm. 
SUT Cam nel 

Marigul are working on Kyojin 
No Doshin, an RPG which casts 
you as a young giant. As you 
grow up you can choose to be 
friendly to the local humans or 
you can squish them with a 
mighty stomp. It's entirely up to 
you, as this DD-compatible title is 
one of those newfangled 
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, growing and nurturing’ games. 
Even before the original 

Vigilante 8 has made its N64 
debut, Activision have announced 
plans to give the sequel a 
simultaneous release on N64 and 
PlayStation. Vigilante 8: Second 
eye A ete MOC MOL LIT 
same multiplayer driving and 
shooting, with larger worlds, 
bigger weapons, and improved 
Farlo(ecn 

Word has reached us that the 
productive coders at Iguana US 
UCM Cnt A Oli mola Ores 
daaa!) Turok 3: Oblivion. Belie 
it or not (we don't, to be perfe 
honest) the game is scheduled 

Meaning Christmas, obviou 
Finally, Cryo are conve! 

to the N64. All we've si 
Fel e Met ence (ole F417 
Lam U me Nel(crola mele} an 
you more details whe 
available. 
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Max Everingham 

MADE IN 
JAPAN 

Our man in Japan crosses his 
eee UR Eat) 
wishing for in 1999. 

That was the 
y 

ell, you may be reading 
this in March, but I'm 
writing it just after 
Christmas so this is 

my New Year Wish List. 

¢ MORE ACTIVE AUDIENCES 
Tired of hearing how the audiences 
in sports games are ‘flat and 
unanimated'? How difficult can it be 
to program crowd sounds so that we 
get just a little more than a sort of 
undulating rasping noise which 
arbitrarily fluctuates in volume to 
simulate excitement? | can get better 
simulated excitement by giving my 
little desktop R2-D2 unit a quick poke 
in the chest. 
Shining example: There isn't one. 
That's the point. 

¢ INTERESTING ENVIRONMENTS 
What's the point of having them 
‘fully realised in glorious, go- 
anywhere 3D’ if, when you get there, 
it looks like a huge mud-wrestling 
pit? What fun is it being able to go 
anywhere you like when all the 
landscapes are totally barren? 
Shining example: The Legend of 
Zelda: Ocarina of Time. 

poke 

e LESS REALISM 
Granted, realism's great in 
certain games, but like 
the polygon bandwagon 
before it, not everything 

ie, Hy 
E a benefits. Fantasy has its 

. 2. Be place - it's the reason 
¢ : 4 many of us started 

playing games to begin with. 
A rally driving game with realistic 
looking cars, great driving physics 
and immersive, real-life settings is 
cool, but an urban racing game with 
graphic portrayals of bodies flying 
through windscreens and mown- 
down pedestrians bleeding copiously 
onto the ground is something we can 
all do without. If your subject matter 
is a land of castles, chivalrous quests 
and fairies, realism becomes a bit of 
an oxymoron, doesn't it. Realistic 

fantasy, anyone? Forget realism for a 
moment and try for something harder 
— imagination. 
Shining example: Silicon Valley. 
Inspired, innovative, about as 
unrealistic as it comes, brilliant. 

¢ INNOVATION 
How about developers actually 
putting their heads together and 

N64 saved bya 
bunch of fairies 

human roadkill. 

entirely fictitious. 

The tactlessly-titled Thrill Drive 
features loud, intermittent bursts of 
high-pitched screaming as you race 
around attempting to avoid 
oncoming traffic and drive your 
opponents off the road. The object 
appears to be to cause fatal crashes 
involving opponents designated by 
flashing arrows, and the action is 
designed so that you cross every intersection 
on a red light, every railway crossing as the 
barriers are dropping with a train 
approaching, and every turn as someone 
else is crossing your path. Collisions result in 
highly realistic-looking depictions of bodies 
being flung out of cars and so on — so much 
so that the arcade unit carries a warning 
sticker over the screen stating that 
Thrill Drive is an action game and 

ear that was 
This is the year that will be. Hopefully. 

thinking differently, for a change? 
Not things like, ‘Cor, wouldn't it be 
good if we made it so she has hardly 
any clothes and enormously big 
feet?’, or ‘I know, let's add a few 
more characters, a few more 
weapons and a couple of extra levels. 
That should do it’, but things like, 
‘Okay, what's going to make this 
stand out from the competition? 
What will invigorate players, delight 
them? What will give our game real 
character?’ 
Shining example: a) Abe's Exodus, 
for the Oddworld Speak. b) NFS3 Hot 
Pursuit (PC). Breathes new, 

exhilarating life into a tired format 
and it’s all terribly exciting when you 
get chased. 

¢ VOICE RECOGNITION 
Nintendo did it first with Pikachu, 
and we want to see more. In the PC 
version of Rainbow Six, you could 
use your mike to communicate with 
fire team colleagues online. R6 is 
coming to the N64, so how about 
using the VR unit to give orders to 
your team mates, check their 
status, and so on? 

Shining example: None yet. o 

he latest racing box from Konami has taken the 
concept of realism in gaming a little too far, 
attempting to entice players with promises of the 
graphic portrayals of 
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Planet 64 Information 
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Rayman 2 

Aeon Flux 

All Star Baseball 2000 

Art of Fighting Twin 2 
Assault 

Asteroids 

Attack! 

Battlezone 

California Speed 

Charlie Blast's Territory 
Command and Conquer 
Contra 64 

Daikatana 

And as if you needed any more 
encouragement, each month we'll be 

putting all the Information Station 
voting slips into a big hat and 

awarding a 
spanking new 
N64 game to 

, the first one 
yao 5 ira; drawn. Tell us roy) < 

Andy als par mee) eb) ‘ 
pt ey wins 4 via which game 

> reli aerire arty oe you'd like on 
the voting slip. 

to spot UK release dates. Just look for the Coe ea net 

Exhumed 64 

Fisherman Bass Hunter 64 

Flights of the UN 
Half Life 

Harrier Strike Force 

Hercules: Legendary Journeys 

Jeff Gordon Racing 
Jikkyou Golf Tournament ‘98 

Jungle Bots 

Jungle Emperor Leo 

Ken Griffey Jr Baseball 2 

Legion X 

Loderunner 64 

Madden 2000 

Magic Flute 

Mario Golf 

Mortal Kombat: Special Forces 

Mother 3 

Need for Speed 64 

RAC 

ACT. UT be 
RPG Rampage 2 

ACT SEL avec la 
SHT Resident Evil 64 

SPT. Rev Limit 

SIM al 
SPT. Road Rash 64 

SHT 6 

SHT ol 
SIM Rugrats 
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RAC UK WCW Game 

RAC US ild Metal Co 
Neon Genesis Evangelion 

NFL Blitz 2000 
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7 Tt 
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Pokemon Snap 
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KONAMI STRIKE BACK 
Konami were absolute 
powerhouse developers for 
dacs) ST LCAM aa eee [are 
ISS, Contra (called 

a Se te eo 

eee, jemeed 

Da 

abe cere over here), the 
various Gradius and 
Parodius games, Pop n‘ 
Twinbee, Sparkster and, of 

course a squillion 

beiprecise). They've 

Gear Solid 

Metal Gear Solid? Pshaw. Konami pull out 
all the stops to Bring N64 owners one of 
EEE tol are hari ua 

af 

hesfirst time we ever saw Hybrid Heaven - at 1997's E3 - 
We were astonished. Despite only showing as a three- 
minute video, it was the surprise of the show and has since 
become one of the N64's best-kept secrets. We always knew 

it was going to be special, but we never knew quite how special — 
until now. In a coup of unprecedented proportions, we've managed to 
sniggle a nearly finished cart out of Konami's HQ. We've been 

: playing it solidly for over a week and we reckon it could just be one 
ame |b of the games of the year. 

4 
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@vell, two on the SNES to 
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theipsuccesses on the N64 
as Well with the 64-bit 
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N64 SPECIAL INVESTIGATION 

CANDID CAMERA 
Although we've talked 
about the camera, and 
nto nUn el ec @ CAL UComLe 

behind you, there are a 
few other functions to 
help you get the most 
out of your immediate 
environment. It all 
works via the never- 
more-than-a-fingertip- 
away loveliness of the 
three remaining C- 
buttons. 
Top-C - raises or 
lowers the height of the 

Bearers 
Pn ees , 

The effort Konami have expended on keeping Hybrid Heaven's storyline {4 
secret borders on the paranoid, probably explaining the mystery that's always 
surrounded the game. Well, we can now tell you that the astonishing six- 
minute opening cut-scene provides some clues but still keeps you guessing as 
to what's really happening. And, in a Zelda/Lylat Wars style, squillions of — 
other seamless, in-game cut scenes continue the story as you play, providing 
plot twists by the bucketload. It all starts something like this... 

Once upon a crime 
John Slader, hero, Slader's in the Cut to a New York 
Cy] eee eee shower when EIU] Uz) (ol 
impassively there's a knock at girlfriend stands 

‘ 

he man leaves. 
There's a phone call 
— Slader lets the 

t o 
in| 

F 

Me dn 
5 walking straight 

past his amazed 
Coelanerremelanln 
Left-C — enables you, 
with the analogue stick, 
Rome Vem eat cme- tuna 
around Diaz or Slader, 
and zoom in or out 
Right-C — A bit harder 
[rome ° Cahn dle 
Basically, if you imagine 
that there is actually a 
camera floating in the 
air behind Slader, Right- 
C enables you to look 
around 360 degrees 
bicolor Ines 
position. Got that? 
RSV) etal) 

number... 

The last time we visited 
ee ele Ma). eee 

to be precise — Tim had a brief 
look at the ingenious, menu- 
Cl mcly ay Cee Ld 
thoroughly played the game 
Th) eS irene 
state, we're now in a position 
to reveal a bit more of how it 
works. And — how could it 
not? — it works brilliantly. 

watching the TV. A 
news programme is on, 
talking about the 
American president and 
Emel tana 
Russian opposite 

Ld 
COC ees 
ee CCL) 

the door. He opens it, 
not bothering to dress, 
Flare (ti keLa bare Coes 
besuited man talks 
mysteriously of the 
President, and invasion, 
and meeting a certain 
Mr Diaz. 

and it 

phone. 

Move close to your opponent 
to enter combat. This can be 
done in two ways - 
approaching from the front 
for a fair fight, or, better yet, 
if you can engage from the rear you'll be allowed an 
‘Advantage’ attack, a full-power first strike. Which is, 
undoubtedly, always nice. 

answer machine run, 
ears to be hi 

girlfriend. Sla 
bother to pic 

Diaz, flanked by two | appears not to 
black-suited men, stands | recognise. Baffled, she 

the other end of the ME Wate Fo aman maaan 

ae for a train. Mr ¥f girlfriend, whom he 

approaches Diaz, who 

k! - a 
ECoR 

| Wait for your power bar to fill up a 
FIGH iE (otherwise any attacks you make will 

© be weaker than a kitten ‘s) and press A 
to initiate an attack. You'll then be presented with two 
options; ‘Item’ is split into ‘Refresh’ (so you can use Health 

power-ups) and 
‘Weapon’ (so you can 
unsportingly shoot 
your opponent if 
you've picked up a 
gun. They're rare). 
Mostly you'll be 
wanting ‘Attack’... 

P a ilo 

TN aL 
him where it 
Te ele] 
CIN fa dimer A 

Choose 
Wetted 

KML Atk) 
you go. Health 

boost ahoy! 



pence 

Suh Nh 

esha 
ae 

-_- 

Diaz's henchmen, 
obviously worried 
by his odd 

behaviour, comtinue to 
ndtake him, 

Slader's body 
explodes, his 
girlfriend stands 

aghast, and Diaz, 
NV Ce al nF aa allem ae! 
fast by his amazed 

slowingaown so that 
ends iets inches 
above the floor. He = \ 
to his feet, approaches 

einen Cis : X 

heh ie 

Se) ghout thi 
of the game conversa 
be Mmm Cae 
Lee ovale 

EVO Yep eres 
ini: Sa) 

feast Ghee eereure 
here) sign of being 
Seat, baMs clear and 
conag# without resorting to 
apy sonnas butts” or 

wey. kids”. And that, 
INS (OLIN Tale Lee 

“A a el) | 
bea Col IL) ed a> ARN 

, for your performance, | 
and many brilliant things can happen. You have a 

“5 list of stats that represent your hit points, general 
8 eT Cae) 

ae C1 CL 
speed and so 
on, that can be 

ea | | increased 
Se | 4 depending on 

Tela Aled 

NaNW3H OGAH NOLWDUsaANI TWinScds VON 

a elena A > 
just going to 
RRA 

you, okay? 

...Which allows you to choose between ‘Punch’ 
and ‘Kick’. Whether you choose to use fists or 
feet, you're offered a list of moves to choose " 
from, all of which use either a left or right limb 
and hit different areas of your opponent. Bear in 

fought. Even 
| better, though, 

] eee G6 
i mary foee A Fert irae acl 

pale eee aoe lel eA ll) pk Of course, your opponent can strike you, too, and | oYele EA) 
Peery aS when this happens you'll be offered several ry 41114 
Penny defensive options. ‘Step’ allows you to move out OS EET Me KET XS e Oe @OEKIET aL: Be) 
less effective.  °f the way, ‘Guard’ allows you to block the move certain part of your body will build it up, increasing 
eee ya and ‘Counter’, if you're lucky, will allow you to the damage you can do with it or the amount of 
Pent throw the move back in your opponent's face. damage you can nullify. And, even better than eur 
eT 7Xe [elites Lin el MeL) you can learn new moves, adding them to your list 
Peon the ground, you can roll out of combat options. And then, best of all, once your 

"of the way, and if you're pre-load 
lh, | caught in a hold you can development, you can pull off preset combos or 

A P SMS.) oa , link moves together to create your own. 
y=) + eee are eh Le A LCL 

GO! 
GO! 



NGL, ee) 4 | 7 » 2 * - ——a 

r CO se roe "2 Yes, it's true! It was previously unknown to everyone in the 
f . i * —_ ye whole world whether Hybrid Heaven would have a 

y multiplayer mode, but we can reveal — exclusively, natch — 
that Konami's blockbuster 
does, indeed, cater for the 
more social gamer. And it 

, : does so with reference to 
the brilliant character- 

oe INVESTIGATION 

EL 

4. building combat system. 
wes 

id 
ed 

— [HP "<q Gun Fun 
mene It eL Fda el eCe al (aLe 

a ss weapons to be used 
specifically in close- 
combat (they ted ta,b 
one-shot guns that.dg 
loads of damage, a 
ECM laallmccC An 2) 
actually equippe po’ 
an unlimited-ammo — y \= 
gun! Pressing the f 

rs 

ae A MUR 
Cea es a 

“lal iL 
\s 

i 4 
STi Ts Uy ees 

i 

Taree Le eee TLLET* (Fa ae 
led) BMA 

i} 
Sa 

Sul Atal tom That's an obscene 
ys world, at this point i Ee eel me EELS 
i as much cerned Ouch! 

pA . Simply walk into 
Cage wil A AR i V objects to use them. 

clusives are always Px a al 
Per nen der ane crt Al Cl i 

pleased with ourselves. B Pied 
tite Sot Maen oy ' = 
Xe lektel (ice Cada 

SUC rm ole MCC OLICR On) 
Peo aC Molo mee- Mooi) (Melaalt + 1 
is elie ae aE ews’ 

through it a our o 
isure, we’can nena 
Pec me 

a lotexeig es Ree a ; 
. ae ie AY Ee eo KeNi ae : x F 
- ie ¥ / . but, having bee Your right leg has moved up a level, [> f H 1 @ 
a) : SPiN ASIae (on Tale meaning that you can do more damage. a = oe By af Fe iz 

: . farce 
_ iS x Mn 

to such 

al Huge, Te Pee Te 
yS ee rampantly original, it — 
i sh Pies. Ti Pe every inch as great as 

' 

mutants and sp y es Me Lee 
we oor) : 7% 

a Blom rll chien Breie 2 ey Dn pet game ae Har-Uam ane) cx) C-Uay como) (0) xd od Ua AF 
a. r hi ‘demonstrates eaten Ey é Zin it)y Elam tava ol0 Mel eco Cam agra) Cool MNCS 
el undeniable quality is the H either a hybrid or — get this — Diaz, 

Ri Peo i because the real Slader was somehow 
ion Konami have ree s transferred into Diaz's body. Confusing? 

. Wield Comte arate Marte hi part ; Ae Ta Cela Ue Le oes 
£ py. y Calle w lela trialed ates the otal ty Ey 3 2 int, the aliens unveil Slader's real 
a ‘ ee . thrill of cinema to the Meum af Naim B Peete Slade folPh at aTiesa of Colla CoM Lem orm CLL 

‘ mechanics of videogaming. the ct ed 4 [clas fart CoV ENA CaS Cola (uaa) elt) 
; Although it revolves arounda _his girlfriend jat on: es is going on? PNT M CMON NOMC LM Uncool CMO 

u ia fairly standard aliens n’ hs only later, Lr an con Ae laglomr<-lag MAC PO OEM eA ACUI 
P= 
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eae 

ses ten 

i) 

friend silly with. 

P= COUNTER | FAILED © 

Meee ke 8 
deta 

You can’t hurt this boss - only run 
V away through the complex. 

scheme, hardly explains anything, 
even though you've just gasped at what 
appear to be fairly major plot revelations. 
How, for example, did Slader get to be in 
Diaz's body in the first place? It's a great 
script, and Hybrid Heaven, post-Zelda, 
looks to be the first game to really 
concentrate on delivering an imaginative, 
cohesive story that's going to do its 
damndest to keep you playing. Just so you 
can gasp at the next revelation, or simply. 
because you just have to find out what's 
ela) ie veelumtoae 

‘Which brings us to the few faults that 
we've found inbetween gawping at Hybrid 

alee LLU A 

Luar LaVanxeleye a 9] oO 
Taaloss Miles] oe) ar- Une oa is 
Lig oex- Un men ac- e 
— taking its cue iri 
from Konami's 
previous 3D 
outing, Mystical ~ 
Nig Ee a 
(ef ol Pa ox 
automatically 
around you to 
ete mC eS 
LaToya a 

undeniablyan 
improvement over : 
Mystical Ninja's, but is — 
Sill metia-g ee | 

Puree rr ae 
and slow to Coad (Tes 
some of the game's 
labyrinthine corridors. 
This is, however, 
remedied somewhat 
Ae) melt ag td 
manipulating C- 
button magic. 
Holding Bottom-C 
moves you into a 
first-person view, 
but — a little like 
lig aera 
Zelda — simply 

tapping it will set it automatically behind 
you. It doesn't like walls, though, so if he 
attempt this near one you'll end up 
looking at the inside of Slader' 5 head. 
Perhaps we've just been spoilec 
Eee mPca le Me tete Rs Nc on osha rane 
(of) ci ale 
ence e(lyo) jem ageMexcate UY 

excellent nature of the graphics — no 
fogging at all, thankfully - special effects 
seem to be something of an afterthought. 
Explosions are a little bit functional and 
half-hearted, and Slader’s gun does little 

st 

The two-player Battle Mode isn’t just a case of slogging it out using Hybrid 
Heaven's LUTEUS refined combat system. Well, it is, but the ingenious 
feather in its cap is that you can load a character (who, from what we've seen 
RCN eer er me era mum UC MUr ecu Me ane Umea 

powered-up attributes that you've gained from slaughtering loads of 
PX RE MDCT EE Lae (em ole Ce ME ae Ma AM Lele Le MCT coL Ag CAT 
game, you can take your memory pak round to his house with your saved 
Pe Meu NCC Mla Tet et Ca Tom Ue uCeORIET MONT 

Ace. And not only that, you can also fight Eta 

ELEC e mm Lol Ts} ae 
Nil ole Mela lite (a elm UCM ola 

MONSTERS! 
There’re plenty of 
ela eM ea ZeKLE| 
alee a a 
know exactly how 
ila) mL) Me ELE ALaT 
there to be possibly 30 
or, incredibly, even 40. 
Most of them are the 
hybrids of the title, the 
nasty results of 
experiments with alien 
DNA, and some of 
Lleol 
quite unpleasant 
BEL ml ome} 

Ula ae aula 
for example, 
who appears 
to have been 
Uaeel-Micolag 

am o)[oleleh 7 
tec 
vse Raa! 
itd tar 
ASIC a a7) 
2-type 
Taal 
drops from 

ae (ool Tafa UES 

y of the hybrid mutants 
arta eM Cm Conia ec ee) = 
despite Hybrid Heaven being an 

beat-"em-up on the N64... “8 

more than make a weedy “pee-oing” 
noise. It'd be nice to see some big, P 
Tee ACLLco Ha OU L ema gL 6 
doesn't actually spoil the game. It’s 
just a little bit annoying. 

But anyway. Everything that’s great 
about Hybrid Heaven far outweighs 
anything that's slightly irksome - and 
Hinton oncom VIB Adal AF acon oc 
perfected. Huge, unique, compelling and 
rampantly original, from what we've seen, 
it looks like being every inch as great as 
we'd hoped it would be from that show- 
stopping E3 video. sp: 

And, come this summer, you can rae 
FUSS ¢e tartan aM m@elUl (0 aval gag 
of this mutant-infested, president- 
kidnapping, personality-swapping 
adventure for the exclusive, definitivlmind “= 
the only review you'll ever need. 
Ooh, it’s going to be good. (N) 

Security alert! You've done it now. 
reel Re hour ee Mla 6 al 19 

V EITM elie 

N3AWIH GINSAH NOLLVDILSIANI iwinsas Von 



hey: egret 

Lar 

ant an /SS ‘98 
beater? We know a 
man who can... 

ith FIFA being pretty 
useful on the 
PlayStation (more 
useful than the 

decidedly unuseful N64 version, 
anyway), football games that don't 
come complete with several 
million pounds worth of official 
licence find it understandably 
tough getting noticed. Only the 
ISS twosome have come up against 
FIFA, won the day, and managed 
to stay put at the top. Yup. 

But, a couple of years back, 
virtual unknowns Silicon Dreams 
fancied their chances a bit and, 
after a trial run with the playable — 
but average looking — Olympic 

Lia ates 

Soccer, turned up with World 
League Soccer 98, a super-playable, 
moves-stashed game of football, 
with spectacular goals, fantastic 
commentary and rea/ teams and 
players. It didn't quite get the 
recognition it deserved (probably 
because it was up against the 
heavyweight FIFA '98 and ISS Pro 
at the time), but a year later, 
follow-up WLS 99 (with handy 
Michael Owen endorsement and 
numerous gameplay adjustments) 
firmly staked its claim to that 
illustrious second spot. Which is 
where this timely, newly renamed, 
gorgeously hi-res N64 version 
comes in... 

The pitch cam gives you a good 
view of the in-game detail... 

..But, like FIFA‘s, it’s not very 
workable. As you can probably 
see from this raggle. 



1 oS . a. Michael Owen's Soccer 99 
ere e clu teafiit 20 playa: EMCEE 

The shape and 
structure of the 

V stadia are familiar. 

Lia sie 

aah 

A There’s 
still work 
to be 
done on 
the 
models. 

Lis ie 

< Kick off. Won't be Plenty of moves mean 
able to leg it off a variety of 

ree down the wing and animations. Chest it 
ee score like FIFA, mind. and then fire one in. luda 

Brilliantly, you don’t even need an Expansion lengthy replays. In a similar fashion to up and you'll see not one of them looks the 
pak to run Michael Owen's Soccer ‘99 in super —Iguana’s NFL QuarterBack Club 99, in fact. same. A quick play later, you'll realise 
sharp hi-res. Instead, it zips along quite The best bit about the game - besides its defenders are better tacklers, wingers have 
happily (with fabulously detailed players and unbelievably 3DFX-like world — is that each more pace and strikers are, naturally, better 
beautifully sharp stadiums in tow) without member of your chosen team has a different finishers. The difference this makes to the 
that 30 quid box stuck into the front of your face, different build and noticeably different overall ‘feel’ of the game is amazing, and it 
N64. Instead, the Expansion pak is used for skills. Take a good look at them as they line makes proceedings very realistic. Good stuff. 



GO AND ARROW 
Although the directional 
arrow in MOS ‘99 does 
herald from the FIFA 
school of campness, it is 
more effective than its 
bendy yellowness might 
suggest. At free kicks, 
for example, you can 
pinpoint exactly where 
you want the ball to go, 
by moving the arrow in 
any direction. Add curl 
to the ball and you're 
talking some Grade A 
benders from the edge 
of the area. It also 
comes in handy at 
corners, where you can 
plop it right onto the 
head of a team mate. 

Skill! 

ea Ea 

Pass! 

THE COMBINATION GAME! 
Michael Owen's Soccer redefines football games with its use 
of combos. There are 23 of them, in fact. Of course, it'll take 

One of MOS '99’s main claims to fame is 
its skill moves. In conjunction with a 
special ‘extend’ option (Right Shoulder) 
which has your player wrapping his foot 
around the ball for maximum accuracy 
and curl, you can pull off a string of top 
notch tricks including dragging the ball to 
the left or right, pulling it off a defender’s 
foot, spinning 360° and then away from 
an opponent and, best of all, the shimmy, 
which leaves markers standing like fools. 

eri) 

psd) Pay Cra a 

There‘re two types of pass: the 
straightforward, er, pass (A) - and there's 
automatic player selection too - and then 
the much more pleasing long pass (‘extend’ 
and A) which you can use to splay balls 
accurately across the pitch, Beckham-style. 
There's also a box of delights waiting for 
you if you hold B - when the ball comes 
high to you you can lay off a pass header 
(the length of time you hold the button for es 

determines how powerful the pass is). 

Palfreman 
PRODUCER 

=. Michael Owen’s Soccer ‘99 

So why give an N64 version of World League 
Soccer a runout, then? 

We just felt that WLS ‘99 would be very well suited to the 
N64. The layout of the pad is excellent, the capabilities of 
the hardware are enormous and the overall design of the 
console is perfect for the game. 

That's what we want to hear. But, are you worried 
about ISS ‘98? 

ISS ‘98 is great, but it's actually a very different style of 
game to MOS '99. We've created a highly playable 
game in MOS '99 that allows very precise control of the 
tactical elements of football. MOS '99 runs in a higher 
resolution to, and at a higher frame rate than the 
competition. Add to this the multiple styles of play catered 
for and | reckon MOS '99 is more than capable of beating 

the currently available football games for the N64. And 
especially /SS ‘98. 

So what is it that MOS ‘99 has got that'll make it 

stand out? ; 
Its sheer playability. | honestly think that the way the 
game plays is its strongest feature. There are different 

ways you can approach a game with auto passing and 
shooting options, manually-placed passes, that sort of 
thing. Then there's the ability to choose the exact direction 
and power of shots, chips, one-twos and so on. With this 
flexibility of control we can cater for all ages and talents. 

MOS '99 also has a great learning curve where continued 

a 

you several years to find them all, so why not let us run 
through a few here with you? 

Bde 0) 

Cross! 
Get down the line using the fantastic 
speed-up (Z), which you can hold to run 
smoothly with the ball, or tap continuously 
to knock in front of you (and, like proper 
dribbling, push past opponents). Now hold 
down ‘extend’ when you get to the by-line 
and press B. Your player will automatically 
cross the ball and, with the analogue stick, 
you can curl the ball as much as you wish. 
And, if you time that double B tap, expect a 
spectacular downward header. Aces! 

ue) 

play rewards the player with new touches and discoveries 

about player control. All this adds up to an arcade football 
game that will appeal to everyone. 

WLS has always been more of a player than a 
looker, but this version looks incredible... 

Yeah. We're very pleased with the graphical quality of 
MOS '99, although the game actually runs in high 

resolution regardless of the RAM expansion. Too many 
N64 games look blurred and we have designed the engine 
and the graphics to prevent this. The advantage of having 
an Expansion pak with MOS '99 is that you'll be able to 
replay almost the entire match. 

What about teams and players? Do you have to use 
made-up names? 

Most of the 210 teams in the game will have real names, 
but some of the clubs and players have to have fictional 
names. Or we'll get into trouble. 

Are Peter Brackley and Ray Wilkins doing the 
commentary? 



MOS '99 gives ISS a nod with 
its expert use of the through 
ball. In fact, like Konami's 
game, you'll come to rely quite 
heavily on its defence-splitting 
beauty. However, MOS '99 has 
two different versions of the 
trusted pass: one is the 
traditional through ball, by- 
passing a static defence with 

goods aplenty. 

THROUGH AND THROUGH 

ease (providing your striker times his run correctly), while the other is a toe punt 
of sorts, which is a little pacier but not quite as accurate. Get your lightning 
quick striker to outpace his defensive opponent, though, and it can produce 

GOOOOAAAAALLLL! 
There’re two types of finishing in this world: finishing and finishing in style (© 
Ron Atkinson). MOS '99 opts for the latter - and the results are far more 
impressive than a string of Gary Lineker-style tap-ins (though this is a perfect way 
to edge a victory). Most surprisingly, all forms of hitting the onion bag herald 
from just three simple buttons: A, B and Bottom-C. 

Swing in a high cross and you've got loads of options: a downward header, a 
power header, an overhead kick or a sideways sort-of-scissors kick. The last one’s 
especially tasty as it virtually rips the back of the net open. Also, drive a low one 
in and there’s a good chance you can catch a cross on the volley. Not satisfying 
enough? Try some of this on for size, then: diving headers, half-volleys, low 
drives, benders and outside-the-box piledrivers. And, don’t forget, you can curl 
free kicks in using the excellent, super-bendy directional arrow. 

Pe) Bi) 

We just felt that Michael Owen's 
Soccer ‘99 would be well suited to 

the N64. The layout of the pad is excellent and 
the overall desing of the console is perfect. 

~~ 

Yes. Is it hard to do on the N64? Well, an 
cartridge-based format, we're very limited as to how 
much commentary we ¢an actually implement. 
Having said that, we're certain that we can reproduce 
realistic and high quality commentary in Michael 
Owen's Soccer '99. 7 

Are there any special, new features for the N64 
version? 

There are a lot of Al improvements and jena quality 
improvements over the previous versions of WLS ‘99, 
certainly. We have been working on the Nintendo — 

version of WLS '99 since the release of the other formats. 

a couple of months back, and this extra time has allowed 
us to continue improving both the look and the 
playability of the game. 

How has the analogue pad helped improve it?: 
It suits the ‘game fantastically. Both the stick and 

button layout are perfect for the game. 

Ever thought about including a transfer list in the 
game? FIFA's got one... 

We did consider a transfer system in MOS ‘99, but we 

wanted to create an arcade game not a simulation. And, 
anyway, wait and see what else we have in development. 

he was very 
¢ professional 

help. He 
» seemed to 

COMMEN-GREAT! ie 
Admittedly, Peter 
Brackley and Ray 
Wilkins aren't the most 
glamorous of pairings, 
but they did the talky 
stuff in style on the 
PlayStation and, come 
May - MOS '99's 
release date — they'll do 
the business again, all 
be it in a bit of a cut 
down way. Still, the 
best bit about their 
commentary get 
together was the fact 
that they never 
appeared to say the 
same thing twice. Quite 
an achievement when 
you consider how /SS 
‘98's Hubba Gubba 
repeats what he's saying 
at the end of every 
other sentence. Oh, and 
thankfully there's none 
of this “| wonder where 
he's going to pass it 
now". Tsk. Like any 
decent commentator 
would say that, 
Gubbins. 

BA The players are all 
watching the ball. 
Impressive. 

<{ Long ball sends 
your striker into 
the box. Gooooal! 

Led 

Really? Perhaps an.N64 
version of your forthcoming 

PlayStation UEFA Football_ 
game? Mmm... ; 

So, have you met Michael i 
Owen, then? Nice, is he? 

Lhave met Michael and, yes, 
vhe's a very nice chap. 
Throughout 

development 

and keen to A. 

take the motion 
capture very seriously and 
actually had a lot of 

input into the game Q 
itself. 
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THE BIG REVIEWS THIS ISSUE! 

tm Discover this newly 
41 coloured classic, and 

a whole new level! 

take over your life! We look 
forward to its UK release... 

CUNKERS 
POCKET TALES 

New pictures of Rare’s first Game 
Boy Color game inside! 
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E PREVIEWS 
All the news on the 

= Game Boy’s 
essential 
new titles. 

Tome Celt 
witnessing 
something a 

bit special, here. 
Planet Game Boy 

mie ae md 
kind: a monthly magazine 
dedicated only to the wonderment 
Ea urea Lato 
handheld. And it's an exciting time 
to own a Game Boy, especially if 
you happen to be in possession of 
the remarkable new Game Boy 
Color. 

Ah, yes, Color. Not Colour. 

Color. Why? Well, er, we're not 
sure. Perhaps because... No, we 
don't know. Still, its magical 
powers — namely that it's colour 
(with a ‘u') and it only requires two 
AA batteries — should ensure that, 
even given the obvious lack of an 
Oxford English Dictionary at 
Nintendo HQ, the new GB goes on 
to sell a staggeringly huuuge 
amount over the next few years. 
Just like the previous versions have. 

Oooooh, yes, which reminds 
us. Why? Why Planet Game Boy? 
And why in the hallowed pages of 
N64 Magazine? Well, more than 
ever before, the Game Boy is the 
N64's perfect companion console. 
They're inter-changeable. Games 

Everything you need to 
know about the hottest ¥ A ae VCO R IACI AAs 

allowed you to create creatur 
GB game around ae and its ates oA CUS os oe © as 
it’s definitely comi g to Ne tat Taeoda alm Ora A1 

the same monsters on your 64-bit 
wonder machine. And there's going 
to be more where that came from. 

Anyway, hope you enjoy the 
issue. I'm off to thrash Martin at 
Pokémon. We'll see how he rates 
his chances after | get Slowpoke on 
his case. Tee hee. 

Si 0) BI ES Tim Weaver, Editor 

Tips. You know. For games. And high , 3 ew 
scores too. Got anything better? Bett & anew 
We want to see it. ae be 0 ae eT 

— in planet©» 
GAME BOY 

INE) Gt 



planet 
DEVENT 

It’s become the most successful console of 
all time, and here are three reasons why... 

al Ey 
- wc we 

he first proper handheld console, MAR IOxO WORLD TIME| MARIOxO WORLD TIME he Game Boy’s 1995 redesign 
T and the final nail in the coffin of the .44£3@ Oxae See Lo Oxae ell T resulted in the smaller and 

Game & Watch. Launched in 1989 altogether more desirable GB 
and, nearly ten years later, still selling in q > OBO jj Pocket. The first machines eschewed 
customised editions such as the (cough) < one ke the traditional GB beige in favour of the 
official Man Utd Game Boy. The screen oe 99 bright colour schemes adopted by the 
looks a bit faint and blurry compared to later Classics, and the drop-dead 

the Pocket and Color 8 qm S0rgeous chrome model - surely the 
versions, it's bigger, sexiest console ever designed. Not 

heavier, and takes forgetting the GB Pocket Light, and all 
twice as many its variants. 

AA batteries, Sfx : The biggest and best GB Pocket ‘fix’ 
but the was to the screen, which was actually in 
amazing black-and-white rather than green-and- 

’ number of grey, and allowed scrolling games such 
add-on as the Mario Land series to be played 

contraptions available make the Classic the without any of the blurring 
retro enthusiast’s GB of choice. characteristics of the machine's fatter 

You can get clip-on lights, magnifiers, stereo forefather. Plus it gave an improved 
speakers, leather cases, and replacement parts for 3 battery life from just two AAA batteries, 

almost everything, including the screen. There's even 
a tabletop gadget into which you plug your GB, 

turning it into a full-size console with a joystick and 
large buttons. 

No doubt the machine's sheer versatility has 
played a major part in helping it become the biggest- 

7 selling console of all time. Sixty million units? That's 
f » just for starters. 

and the smaller battery compartment 
meant that it was possible to reduce the 
size of the casing by more than half. 

Even with the advent of the GB 
Color, Nintendo won't be abandoning 
the Pocket. If anything, it just means 
you'll be able to pick up one of those 
fantastic chrome beauties at a fair old 
discount. 

Issue 1 par 



more than a decade. As soon as manufacturers such as Sega, Atari 
and NEC cottoned on to Nintendo's Game Boy sales figures, they 

assumed that all it would take to oust the GB from its position of 
dominance, and grab a share of those colossal profits, would be a more 
powerful piece of hardware. After all, that was the way things usually 
worked in the home console market. 

As it turned out, the handheld market proved to be considerably more 
choosy. Sega's Game Gear offered a faster processor, a backlit colour screen, 
and access to a ready-made library of hundreds of Master System games, 

but after a brief period of modest 
success the format faded rapidly. 

The Atari Lynx was far more 
powerful, a colour 16-bit machine 
designed by the people behind the 
Amiga, but within two years you 
could pick one up for a pittance. 
Nobody bothered. And NEC's PC 
Engine Turbo failed to hit the big 
time in Japan, and never made it to 
the West. 

The reason for this catalogue 
of failures? The severe power 
requirements of a colour screen. 
Loaded with £8 worth of Duracells, 
none of the machines would run 

‘sor for more than six hours. Or about 
two in the case of the Lynx. 
So when rumours of Nintendo's 
colour handheld, codenamed 

Project Atlantis, began to circulate in 1996, the question on 
everyone's lips was ‘how will they solve the battery life 
problem?’ The answer was with some remarkably 
clever trickery involving a non-backlit hi-res Thin 
Film Transistor screen designed by Sharp. The 
power saved by removing the need for a light 
enables the Game Boy Color to run its 8- 
bit processor twice as fast as before, 
with twice as much video memory 
and four times as much RAM, 
as well as display 56 colours 
from a palette of 4096. 
And, most importantly, 
to run for well over 
20 hours on just 
two AA 
batteries. 

A full colour screen has been the Holy Grail of handheld gaming for 
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Since its release last November, 
the world’s first viable colour 
handheld has been an unprecedented 
success, selling more than 5 million 
units by the end of 1998 (half of 
them in Japan) and still shipping 
around a million more every month 
since. 

It looks like the Game Boy story 
is set to run and run, with the 
possibility of infra-red link-ups, GB 
Pak titles, multiplayer gaming using 
an N64 as an advanced ‘server’, and 
even gadgets to turn the little 
handheld into an N64 controller 
display unit. 

Everyone seems to love their Game Boy. Alas, they didn't seem to 
love a lot of other handhelds. They came, they saw, they went away. 

At one time Sega’s Game Gear really did look like it would be the 
natural successor to the Game Boy and it had some cracking titles 
(especially from Sega themselves). Eventually, somehow, interest 
waned and not even add-ons like a TV tuner 
could keep it from going belly-up. But be 
kind, it did try. 

ae 

The once mighty US games company - Atari - 
had some lovely technology going on in their 
colour handheld but its severe battery = 
requirements, and a lack of decent support, (despite some neat 
Atari arcade game conversions) eventually laid it to rest. 

This Rolls Royce of handhelds really was a portable version of its 
big console brother. It could even run games from the same carts 
(little slot-in cards). But its price and monstrous battery-eating 
capabilities were ultimately its downfall. 

Pity the poor old Game.Com. From US company 
Tiger, it tried to be a combination of portable 
games console and personal assistant. In the end it 
failed at both, despite (or maybe because of) the 
appearance of titles like Mortal Kombat Trilogy. 

The first of the Game Boy's new challengers for ‘99 
comes in the form of this smart, but ultimately 
lacking, unit from SNK. Again, the games are short 
on variety (just like with its big brother Neo Geo 
console) and not even a Dreamcast link-up can really save it. 

Poor old toy company Bandai. In Japan they've tried [ 
again and again to come up with a successful E 
console and every time they’‘ve failed miserably. This * 
year they've tried hard with the software but it’s still 
only black and white. Cracking name, though. 
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CONKER’S 
POCKET | 

are’s first self-published game is 
Conker’s Pocket Tales, an action RPG 

based on Twelve Tales: Conker 64. 
It looks absolutely superb, promising 

an almost Ze/da-esque variety of quests, 
secrets and sub games. As in the 
forthcoming N64 game, Conker's mission is 
to find Berri, who has disappeared 
somewhere with a large furry animal. 
Before the Mr Nutz look-alike can find his 
sweetheart he'll have to locate the stolen 
presents which are being guarded by 
devious bosses and hundreds of their 
minions. 

Conker's Pocket Tales promises to offer 
around 20 hours of playing time, and plenty of replay value for those who want 
to uncover every last secret. 

the spot. Based on the 
Ghostbusters-meets-X Files 

film, Men In Black is a sideways 
scrolling platform shoot-’em-up 
featuring the digitised likenesses of 
Will Smith, Tommy Lee Jones, and 
the lovely Linda Fiorentino. 

It isn’t hard to guess what the 
game will play like — a bit of blasting, 
a bit of exploration, and a 
bit of character swapping 
once you've rescued your 
team mates — but with a 
promised multitude of 
locations, including 
jungles, cities, sewers and 
arctic deserts, plus many 
of the bizarre weapons 
from the film, it should last 

Ti: one looks like it might hit 

this version bears the same 
unfortunate title as the 64-bit 
travesty, GB Gex promises to mark a 
return to the franchise's roots. The 
little green lizard has lost his ability 
to make muffled wisecracks, which 

kay, so this was pretty dire on is no bad thing, but he can still stick 
HH the N64, but bear in mind to the walls like a good ‘un. He can 

the fact that Gex was never also crack his tail like a whip to 
a really bad game until it moved dispose of the numerous baddies 

a bit longer than the average to 3D. infesting the themed levels (based on 
shooter. As a 2D platformer, the original the N64 version). 

Men In Black is due to hit the Gex was one of the few decent Gex: Enter the Gecko is out very 
streets any day now. Check it out. games on the 3DO, and although soon indeed. 
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Five Star scorin 
A simply fantastic | Well worth a look, Some problems, Sadly flawed and race 
ETL 1) [Uae but almost not worth lamentable. Avoid 

essential purchase. rum certainly good fun. bothering with. like the plague. 
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THE LEGEND OF ZELDA: 

Sea oF Taley 4 

u 
the cartridge fool you — this is 
a fully fledged Zelda game in 

handheld format, colourised and 
updated since its 1993 debut, with 
the addition of a whole new 
dungeon to puzzle over. 

If you haven't played Link's 
Awakening before, you're in for a 
huge treat. You'll recognise the style 
of the puzzles, the music, the sound 
effects, and plenty of locations and 
characters from Ocarina of Time. 

We can't give away much in 
such a limited space, which is 
probably just as well since Link's 
Awakening is a game which 
rewards exploration and discovery 
with hundreds of little surprises. 
For example, instead of Gold 

Skulltulas, you've got fiendishly 
hidden Secret Seashells to uncover, 
and there are musical cues to listen 
for — has anyone managed to play 
the Ballad of the Wind Fish on the 
ocarina yet? 

This new DX version takes 
advantage of the Game Boy's colour 
palette, with its colour-based puzzles, 

D on’t let the diminutive size of 

INK’S AWAKENING 

W411 lial Soe 

and is also compatible with the 
Pocket Printer for those of you lucky 
enough to have a full complement of 
GB hardware. 

If you can't get hold of The 
Legend of Zelda on the N64, or if 
you've whizzed through 
and finished it in double 
quick time, this is the 
next best thing. It 
really is that good. Go 
out and get it. Now. 

most readily associate with shapes all fit together perfectly when 
the Game Boy. It might have you know what you're doing. It's the 

appeared on just about every 
format imaginable, but the original 
GB version is by far the best one 
ever made. 

Or at least it was until Tetris DX 
came along. The object of the game 
is exactly the same as it ever was, 
and Nintendo have wisely chosen 
not to include any of the pointless 
‘enhancements’ that the many 
pretenders to Tetris's crown have 
come up with over the years — 
bombs, magic attacks, different 
screen widths, and, worst of all, new 
block shapes. The whole point of 

T etris is still the title people Tetris is that the seven different 

<I TETRIS DX 
best puzzle game ever made, and 
there's absolutely no need to change 
any of its basic mechanics. 

Instead, Nintendo have added 
some excellent new features — Ultra 
(a three minute score attack game), 
40 Lines (a time trial mode), and a 
versus mode where you can play 
against virtual players from the 
game's three save slots. It's slightly 
‘looser’ than the original, making it a 
bit easier to rack up a 200+ line 
score, and the chrome 
effect of the colour 
screen makes it look 
gorgeous when the 
backgrounds change 
every 50 lines. Buy it. 
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It's more than a little awkward 
given the fact that you've only 

got two buttons to play with and a 
limited amount of storage space for 
animation frames. Still, they 
managed to squeeze an almost 
passable version of Killer Instinct 
onto our favourite handheld, so 
Mortal Kombat 4 has a chance, 
right? Sort of. 

The game box boasts of speech, 
fatalities and full-motion video — 
pretty unusual at least. Unsurprisingly 
the speech amounts to no more than 
a muffled “Bwaa-ha-haaa” when you 
select from the eight characters on 

B eat-’em-ups on the Game Boy? 

MORTAL 
KOMBAT 4 

offer (including Fujin, who didn't 

appear in the N64 version). The 
fatalities are presented as brief 
monochrome digitised scenes from 
the arcade versions, squashed into a 
fuzzy box in the middle of the screen. 

Grubby presentation wouldn't 
matter if there was a snappy game 
hidden behind it, but Mortal 
Kombat 4 is much more sluggish 
than any of the previous Game Boy 
versions, and it's ludicrously 

easy — if you don't finish 
it on your first go, it'll 
be because you turned 
it off after the second 
bout. Utter rot. 

veryone loves a Rugrat, right? 
E Even if they do look horribly like 

old codgers in nappies. Timed to 
arrive over here at the same time as 
the Rugrats film which has been 
wowing audiences in the States, The 
Rugrats Movie is a bright ‘n’ 
cheerful scrolling platform game. 

And very nice it is too. The 
gameplay is somewhat basic, 
consisting of jumping around and 
collecting enough objects to be 
allowed to leave each of the game's 
ten levels, but the cute characters 
and impressive graphics are enough 
to give it plenty of appeal. Shallow? 
Well maybe, but Rugrats is a great 

YOUR ULTIMATE BUYING GUIDE 

piece of pick-up-and-play fun, and 
that's what a lot of the most 
successful GB games are all about. 

There are three difficulty levels, 
which increase the amount of items 
needed and decrease the time limit, 
and a minecart racing section to add 
a bit of variety. The scrolling is a bit 
dodgy at times, but we like it 
anyway. It's the kind of game they'll 
probably be selling at cinemas when 
the film comes out, and 
we reckon they'll clean 
up if us Brits go even 
half as Rugrat crazy as 
the Yanks have. 

Thumbs up! 

March 1999 IN foy/T 
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WORLD TOUR 
veryone remembers this, right? CoP Eh TLs 

E Three B-movie monsters run riot 
around a variety of cities, with 

the sole object of the game being to 
raze every building to the ground. As 
a multiplayer game it was good, 
short-lived fun, and now the latest nw 
version, Rampage World Tour has ‘ 
made it to the Game Boy. 

Unfortunately it seems to have 
lost its multiplayer mode, and with it 
any real incentive to keep playing 
past the first few levels. There are 
over 100 in all, but you'd be lucky to 
spot much of a difference between 
any of them. There isn't even a 
password system to skip past 
completed levels, let alone an 
on-cart save facility, and we really 
can't imagine anyone will have the 
patience to slog it through right to 
the end, even if the manual 
thoughtfully offers a space to 

write down your high scores as you 
get there. 

The graphics are too small and 
indistinct, the music is 
annoying, the 
gameplay is 
repetitive... It's all a bit 
of a waste of cash and 
batteries really. 

RALPH 

0015200 

Pel eel?) 

vw 2 5 

ell this is a novel one - a 
WW scrolling platform game with 

isometric 3D sections, 
something rarely seen since the 
demise of the Spectrum. Taking the 
role of Sylvester the cat, your 
mission is to catch that evil little 
bird Tweety, rip him in half, and 
paddle in his innards. Or something 
like that. 

What this entails is some frantic 
sideways scrolling chase action, with 
the little yellow git hovering 
tantalisingly out of reach. Eventually 
Tweety makes it to the sanctuary of a 
building or a mazy bit of woodland, 
and the game switches to a forced 

issue 1 

OYLVESTER 
AND TWEETY 

3D exploration thing — exactly like 
Alien 8, Batman, and all those other 
ancient classics. It isn't all that 
complicated, although the controls 
take a bit of getting used to, but it's 
good retro fun. 

It's questionable just how much 
time you'll spend with Sy/vester 
and Tweety before you finish the 
game. The graphics are sharp, 
colourful and smooth, but we'd have 
been a lot more interested 
to see a Game Boy 
conversion of Head 
Over Heels or 
Nightshade. How 
about it? 
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EVERYTHING YOU 
WANTED TO @& 
KNOW ABOU 
POKeMON 
[ t's a very Japanese sort of idea. Whilst Western games developers tend to 

come up with products like Quake, Turok and GoldenEye - and, of 
course, Western gamers devour them with a passion — as far as Nintendo 

are concerned, the Japanese market wants something completely different. 
And those games are about about collecting, sharing, and nurturing. nea Varution ~ <i 

Whether you like the idea or not, it's the direction that the Nintendo games of 7 
the future seem to be taking. 

By far the most popular example of this type of game is Pocket Monsters, 
or Pokémon as it's known outside Japan. Pokémon exploded onto the scene 
as a Game Boy RPG in early 1996, and its 
been selling in staggering quantities ever 
since — a worldwide total in excess of 11 Gotta catch ‘em all 
million, the last time anyone counted. indeed, but the only way Since Game Boy cartridges are universally compatible you can play an import copy 
There are two Japanese superstores you can do it is by of Pokémon without the need for any kind of converter. That includes the 
which sell nothing but Pokémon trading with a friend. Japanese version, although it's so reliant on text that we'd advise against it 
merchandise, there's a Pokémon trading - , unless you speak the language. The US version is really the only one worth 
card game which is likely to hit these Ar considering at the moment. Why bother with the hassle of importing? 
shores later this year, a Pokémon ; ‘o) Because, despite a fully compatible English language version of the game 
cartoon series, and the prospect of iar ; having been available for four months, Pokémon isn't 
countless sequels and spin-offs from = scheduled to get an official release in 
the original game. Ds OO mes oe" \ this gaming backwater until late 

As the Pokémon bandwagon rolls ; : <u summer, possibly even autumn. Gah! 
on, the sight of Pokémon airliners and a { & We want Pokémon now, not in six 

Pikachu VW Beetles will no doubt : = Atte _~ hw months’ time. It isn't all bad news 
become commonplace. If the citizens of / : a e aS ; though — our sources tell us that the 
Topeka, Kansas, could be persuaded to ; ’ — ‘Vee UK version is likely to be an enhanced 
rename their town ToPikachu for a at - \ e \ colour update of the Red and Blue 
special day of festivities to mark the % t = ¥ XN carts. Some consolation there, then. 
game's US launch, anything's possible. a ‘ F 
Pikachu for president? Hmmm... cute as =, eo y : <] There's also an ultra-rare, Japan-only, 
a button, asexual, and a non-smoker to ' K b oo > AN 151st monster not featured in the US. 

boot. Don't bet against it. 
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RPG with a huge map and a 
limited amount of character 

interaction. At its heart, it's all about 
collecting and training 150 different 
hard-to-find monsters. You begin as 
a novice Pokémon trainer with one 

( n the surface it's a battle-heavy 
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Pocket Monsters is also a top-rated cartoon series in Japan, the 
unforeseen effects of which made the news headlines around the 
world. During some of the battle scenes, bright flashing lights were 
displayed at a frequency which caused epilepsy-related episodes 
and seizures amongst a tiny minority of the show's huge audience. 
Some 700 children were taken ill with symptoms ranging from 
nausea to fitting and unconsciousness, causing concern in those 
countries expecting to receive a translated version. Unsurprisingly, 
the offending scenes have been reworked for all the subsequent 
editions, and the cartoon has been carried by 90 TV stations in the 
US with no ill effects so far. 

64bit Pokémon pearin the 

The most surprising 
thing about Pikachu's 
innovative voice- 
controlled virtual pet 
game (75% in N64/25) 
is the fact that it 
actually works. Spot 
the little yellow beastie 
wandering around the 
forest and you can 

In what was either a shrewd piece 
of calculated marketing or a 
desperate attempt to kickstart the 
N64's flatlining Japanese sales 
figures, Nintendo's PR department 
gave an unprecedented amount of 
assistance to any magazine willing 
to promote their three 64-bit 
Pokémon-related titles. 

Two of them, Pocket Monsters 
Stadium and Pikachu Genki 
Dechu, have already topped the 
all-formats chart in Japan, whilst 
the third, Pocket Monsters Snap, is 
tentatively scheduled to appear 
along with the 64DD this summer. 
If, of course, the 64DD ever even 
happens. Whatever, you can rest 
assured another Pocket Monsters 
game will appear before very long. 
There were even rumours of a full 
N64 version of the GB game, 

called either Pocket Monsters 64 
or Pocket Monsters RPG, but we 
haven't heard anything more since 
the initital news broke well over 
18 months ago. 

of three different monsters to 
accompany you, and you travel the 
map capturing wild Pokémon and 
building their abilities up by fighting 
rival trainers. 

The object of the game is to 
become a master trainer by beating 
the eight boss trainers, collecting 
enough badges to earn the right to 
negotiate Victory Road, and by 
catching and recording all 150 
Pokémon in your Pokédex. It isn't 
easy — our office copy has well over 
30 hours on the in-game clock, and 
we still haven't caught more than 
half of them. 

The stroke of genius that has 
ensured the game's success is the fact 
that a slightly different set of 
monsters appears on the two 

a 

Max reviewed PMS in 
N64/20 and awarded it 
85%. The game allows 
you to download the | 
monsters you’ve caught 
in the GB version and pit 
them against each other 
in some beautifully 
rendered 3D battle 
scenes. It works exactly 
like the fights on the GB 
but it’s only after lots of 
playing that you'll notice 
the catch - only 40 or so 
of the most popular 
monsters have been 
given 3D makeovers. The 
rest of them can’t be 
downloaded into the 
arena. Tsk. 

year. 

befriend him by talking 
to him. In Japanese, of 
course, so most of us 
won't have the 
foggiest idea what's 
going on, but we’re 
hoping for an English 
translation later on this 

different Pokémon carts — Red and 
Blue in the West, Red and Green in 
Japan. Some are more common in 
one than the other, and a few are 
exclusive to one version, ensuring 
that you have to use the link-up 
cable to trade with someone who 
owns the other colour. Hey presto, 
an instant collecting craze. 

Two other versions have since 
been released in Japan — a special 
Blue edition (which has nothing to do 
with the Western Pokémon Blue), 
and Pocket 
Monsters 
Pikachu, in 
which the 
yellow 
one is 

The strangest of all the 
Pocket Monsters tie- 
ins, pictures of Pocket 
Monsters Snap have 
been floating around 
for a couple of years 
now. The game is 
undoubtedly finished, 
the reason it hasn't 
been delivered yet 
being the parlous state 
of the 64DD add-on. 
The aim of the game 
appears to be to take 
photos of rare 
monsters and save 
them to disc. Why? 
Who knows. Will it be 
GB compatible? Ditto. 

POCKET MONSTERS 

@°95"56.93 GAME FREAK inc. 

always at hand to offer advice. Of 
course it doesn't end there — Gold : 
and Silver editions for the GB Color %, £ 
are due out in Japan very soon. 

Pockachu ) ¢ 
As the most popular of all 
Pocket Monsters, Pikachu is 
synonymous with the success of 
the whole franchise. You'll find Tie ot 
little yellow Pikachus plastered i 
all over every kind of 
merchandise, but the best 
products are the ones which 
retain a little bit of the essence 
of Pocket Monsters — namely 
the Tamagotchi-style virtual 
pets, of which Pocket Pikachu, 
or Pokémon Pikachu in the 
West, is the best example. The 
machine has a motion sensor 
inside, which means that when 
you walk, Pikachu gets some 
much appreciated exercise. 
When you shake the 
box, Pikachu wakes 
up. Rather sweet 
really, but only 
available on import 
at the moment. 
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Mazza. His first GB outing was reminiscent of the original NES 
TT here better to begin a retro round-up than with the one and only 

Super Mario Bros, whereas this vastly improved 1992 sequel 
plays almost exactly like the awesome Mario 
World on the SNES. 

There's a plot, involving the evil Wario's plans 
for global domination, and a big scrolling map with 
six themed areas concealed around it. At the end of 
each of these mini-worlds lies a golden coin, which 
can be used to open the door to Wario's sinister 
mountain-top castle. The variety of challenges 
Mario has to undertake is every bit as huge as the 
SNES game's. It won't take nearly as long to finish, 
mind, but all the ingredients are in there — fire 
flowers, winged caps, invisible blocks, forced- 

scrolling bonus levels, and stacks of secret areas to 
discover. And, of course, it's got the effortless, fluid 
Pol NZetey] TnVAnAareUem groan aT Ae TOs (xerox Cam cela 
all other platform games since the beginning. 

The big chunky graphics are perfectly suited to 
the GB screen, ensuring minimal blurring on fat, 

classic GBs, and, of course, absolutely 
none on Pocket and Color models. 
Downright superb, and still one of the 
finest platform games you can buy. 
Colour update NOW please, Nintendo. 

LEU m el emo mile ie 
yi like to see on the GB Color? 

Maybe an update of one of 
TEN meee eu eee 
Emel ma melee Comm UTS 
amo MUr rehire Maite) A 
or even something based on an N64 
game. We'd all like to see the GB 
Pak used to its full potential. 

Now there's an idea... Imagine 
being able to download stats and 
weapons from Perfect Dark and 

¢ planet »» 
GAME BOY 
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trade them with other players, or 
solve a puzzle and crack a door code 
on the bus in the morning. Or even 
a portable player creator for /SS ‘99. 
There are loads of possibilities, and a 
vast choice of old games just 
begging for an update. 

Which is where you come in — 
write in and tell us what you'd like 
om ICCIM UMN darn etalon mel) 
Game Boy software. Whether it's 
outlandish (a device to use the infra 

Fee wnt va decree ve oe ace SET 

FONDLY REMEMBERING THE 
Wa a aaa 

A Only Mario could stare 
down one of these fellas 
and win. 

<{ Castle Wario, your ultimate 
goal... Bwaa ha ha ha! 

> 
Ring the 

bell at the 
end of a 
TV cel 

this bonus 
Ea 

red connector to unlock cars?) or 
realistic (a full sequel to Ze/da?), we 

want to hear your ideas, and we'll 
print the best of them right here in 
IFLA ole oLg(e MUL MALT UF a a(e)e 
and we'll print that too. 

Write to: 

Tat 
See 
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@ SKIP TO THE BONUS STAGES 
Hold down Left, B and Select on the title screen. When you begin a new 
game you'll skip straight to the bonus stage of whichever level you chose. 

@ SKIP TO THE BOSSES 
Hold down Right, Select, A and B on the title screen. A black cat will run 
across the high score screen to signify that the code has been entered 
correctly. Press Start to begin a new game, and you'll be able to choose 
which boss you want to tackle. Beat all three of them and you can fight the 
final boss. 

@ PASSWORDS 
2264: Start game with a powered-up 
Wario. 
4622: Start game with a powered-up 
Bomberman. 
5656: Play a special battle mode with 
Bomberman. 
6565: Play a special battle mode with 
Wario. 

TETRIS 
BLAST 
@ EXTRA GAME MODE 
On the title screen press B five times, 
then press start to enable Fight 2 
mode. 

»») GUIDE 

AWAKENING 
Select a new file and enter ZELDA (in capital letters) as your name. The 
background music on the player select screen will change. 

@ LEAP SOLID OBJECTS 
When your path is blocked by an obstacle you can't pass, or a rock you can't 
yet lift, go back one screen to the left or right. Stand on the edge of the 
screen and just as you are about to re-enter the previous screen press Select. 
Time it just right and the map screen will appear. Return to the game and 
you will be one screen over at the same spot. 

@ EXPLOSIVE ARROWS 
Equip both the Arrows and the Bombs, and press A and B together to fire an 
explosive arrow. 

@ MASTER CHEAT 
Start the game, enter any area 
and press Start to pause the 
game. Press Select 16 times to 
make a cursor appear on your 
number of lives. Hold A and B 
together and move the cursor box 
left or right. When you get the 
cursor over a number you wish to 
change, press Up or Down to alter 
it. If you put the cursor over the 
Wario face at the bottom left, 
you'll get a better hat. 

MARIOXxO2 
Oo @x 

SUPER MARIO 
LAND 
@ STAGE SELECT 
Finish the game twice in a row and 
you can activate the stage select by 
pressing A — the more times you 
press A, the higher the stage. Press 
Start to begin. 

@ EXPERT LEVEL 
After you finish the game once, 
press any button on the title screen 
and the cursor will change from a 
mushroom to a Mario face. Press 
Start to begin the expert level, 
which features more enemies in 
different places. 

$ uly 
@ SOUND TEST 
On the title screen, press Select, B 
and Start simultaneously to enable 
the sound test option. Change the 
sound number by 
pressing Left or Right, 
and listen by pressing A. 

@ EXTRA SOUNDS 
Select Continue on the 
title screen and move the 
cursor to a save file with 
a party higher than level 
57. Press B to return to 

the title screen. Hold 
Select, B and Start to 
access the sound test and 
press A to listen to the 
sounds. The number of 
sounds you can listen to 
equals your party's total 
level. 

@ PLAY THE DEMO 
When the title screen appears, hold 
Up, Select and B (in that order). 
Continue to hold the buttons until 
the screen changes. You can now 
take control of the demo, although 
the game eventually crashes after a 
minute or so. 

Nae 
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Show ni your artistic 
streak in our all-new 

gallery of freaks... Gallery 
f there was ever an award presented for the grooviest piece of 
i console hardware ever made, the splendiferous Game Boy 

Camera would surely win it hands down. 
Thought Nintendo games could be a bit ‘kiddyish'? You've 

seen nothing until you've taken a candid snap of your best friend, 
pasted a pair of comedy eyes and a dribble of snot on it, and 
giggled until your stomach hurt and your eyes watered. Couple it 
with the Game Boy Printer, which produces a hard copy of your 
masterpiece on a little roll of paper or a sticker, and you can relive 

those heady days of defacing school textbooks without the 
risk of detention. 

It's the most puerile thing ever to come out of 
Nintendo's busy R&D labs, and it's absolutely fantastic — 
proof positive that the Big N's experiment with ‘non- 
gaming’ games might actually work. 

We love it to bits, and to show the uninitiated just 
what's possible we spent a productive afternoon playing 
with our Game Boy Cameras, 
looking for unusual shots of the 

‘bone’ in Tim's nose and adjusting the 
brightness controls so that Jes's polished pate 
didn't dazzle the lens. Here are the results. Oh, 
and next month it's your turn. 

DEFACE | IT, 
PRINT IT! 
To get the gallery off to a flying 
start, we've got together with 
Nintendo's UK distributor, 
THE Games, to offer a shiny 
new Game Boy Color to the 
sender of the best picture - a 
handy upgrade from your 
current Game Boy, or a 
second machine to play link- 
up games. Very nice indeed. 
And there'll be games on 
offer in subsequent months too, 

not that you should need any 
further incentive to make 
monkeys of your family and pets, 
than the humiliation they'll suffer 
when they see their deformed 
faces in print. 

Print out a copy of your 
favourite snap and send it to: 
Game Boy Gallery, Planet Game 
Boy, N64 Magazine, 30 
Monmouth St, Bath, BA1 2BW. 

EVERY MONTH — ONLY WITHIN THE PAGES OF 

50 IN fey, planet. 
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MAGAZINE 

| THE GREAT MULTIPLAYER EXTRAVAGANZA 

Hey, you! Yes you, reading this! 
Are you good enough to take on N64 

Magazine... and win? 
n any given lunchtime of any given week, 
you'll more often than not find certain 
members of Team 64 huddled around the 
gargantuan office telly, indulging in a 

little ‘stress relief’. 
Whether it be Jes taking down Martin with an 

expertly-aimed head shot in Turok 2, Wil thunderbolting a 
hapless James in Mario Kart, or Tim cursing like a sewer on 
legs in GoldenEye, multiplayer games offer a tense, 

A fraught and downright head-spinningly enjoyable 
_— experience. You could say that it's the ultimate test of \ 
tS skill — beating three friends that are absolute 

- GoldenEye experts is far more rewarding than 
blowing the head off a computer-controlled monster. 

To celebrate the joys of multiplayer gaming, we've 
decided to put together a typically splendid competition, 
giving you the chance to play us at the finest 
multiplayer fun the N64 has to offer. Of course, it's 
not going to be quite so simple. Only the best can 
make it through to the final - and then you'll 

have to beat our collective might. And what 
does the winner get? The recognition of 
being the best darn gamesplayer in the 
world and the adulation of 
everyone ever. And, more 
importantly, a huge, 
engraved trophy so you 
can justify this claim. 

Think you've got what it 
takes? Then read on... 

53) (NOW, 2 





o get through to the final, you're going to have to 
participate in some I'm the Best style action — and only 20 
lucky winners can have the chance to try to thrash us 
senseless. To weed out the strong from the weak (or 

something), we've devised four cunning challenges. You can enter ce TA sae er) 
as many, or as few, as you want - it's up to you. But only the top CHALLENGE ; 
five entries in each challenge — that'll be a total of, ooh, 20 entries, Best Time Trial time for Bowser's 
then - will go forward to our Grand Final, to be held at a top secret Castle. 
(and obviously very special) location. TIME TO BEAT 

We've tried to include a fair spread of challenges for 2'28"00 
you, and, of course, the more challenges you enter, 
the more chance you'll have of winning and going gamma j Generally considered to be the 
through to the final. ‘ trickiest, and one of the best 

tracks in the evergreen Mario F - 
Ao] R re) "4 2 Kart, it certainly sorts the men 3 

CHALLENGE 

from the boys during Team 
Me) 64's Friday afternoon racemeets. For the uninitiated, it’s a riotous 

Fastest time to complete Level 3, ‘The 
Death Marshes’. Can use cheats. 

nightmare of right-angled corners and kart-flattening Thwomps. 
For the expert, though, it’s the perfect track to prove your worth, 

and the racing course of the true Mario Kart connoisseur. 

TIME TO BEAT 
40 minutes 

The Death Marshes is one of Turok é = 

TIPS 
@ You can do the Secret Corner Turbo around pretty much 
every corner. If you're good, that is. 

@ The best place to use your three mushrooms is 
2's more straightforward levels, across the stretch of grass that leads into the 

relatively free of the to-ing and fro- 
ing that levels such as Lair of the Blind 
Ones and Hive of the Mantids tend to 
favour. It’s still sprawlingly huge, though, and 

jie castle, just after the starting line. 
Vj @ The Thwomps only start their thwomping 

you'll have to face hordes of the 
Hulking Pur-linn, Which aren't, 

when you're in their vicinity, meaning you 
can learn their movement patterns and 

admittedly, quite so hulking 
when you've blown a hole 

avoid them as necessary. 

through their guts with the 

@ It's almost impossible to get round the 
spiral tower without hitting the sides, but you 

Shotgun. Or sliced their legs off 
at the knees with the PFM layer. 

can get at least one Corner Turbo in before 

Or left a small bloody crater 

you do. 

where their heads once were 

PROOF 
A photograph of your best time will 

with the Shredder. Or... well, you get the idea. 

TIPS 

do nicely, thankyou. 

@ IMPORTANT! 
By now you'll no doubt have heard about the big cheat for 
Turok 2 (if not, go to the news section right now) which 
unlocks all the cheats in the cheat menu, including 
invincibility, all weapons, infinite ammo, and so on. We're 
going to allow you to use this, because we're just looking 
at the amount of time it takes for you to get from one end 
of the level to the other, completing all objectives on the 
way. Simply input the cheat, start a new single player eme 
and then warp to the Death Marshes. Okay? 

NGM THE GREAT MULTIPLAYER EXTRAVAGANZA! 

@ Although we know how much fun it is to blow holes in 
things, it's probably best just to ignore enemies and run 
through the level, freeing the prisoners and blowing up the 
ammo dumps. No time to waste, is there? 

PROOF 
A photo of the stats screen that appears when you've 
finished a level — it'll show the time it took for you to 
complete the level. 
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HAVE 10 DU 
GOLDEN EYE H 

CHALLENGE 7" 
MAGck accurate on Bunker > @ A bit like the Turok 2 challenge, we're going to allow 
Secret Agent difficulty Must you to use cheats here — but ONLY the all weapons and 
kill at feet 60 guards, can He infinite ammo cheats. Anyone using any other cheats will 

rage be disqualified. Especially invincibility. Okay? 
ne eee @ The only way to get an accuracy score over 100% is to 

ae use the shotgun — every shot fires five bullets. Shooting 
SCORE TO BEAT guards while they're dying ups your accuracy score, too. 
250% Accuracy @ ...Or you could use the Magnum. The Magnum can shoot 

; through lots of people, lining them up, though, is very hard. 
Oh, sweet GoldenEye. Who hasn‘t thrilled to the pleasure @ Use the security cameras to attract guards to your position. 
of taking a Russian guard down with one well-placed head _ you've got to kill 60 of them, remember. 
shot? None of you, we‘d imagine. So here’s the chance to 
show off your marksmanship. We simply want the highest PROOF 

accuracy score for the Bunker 2 level, with the only proviso Only a video of your performance and the screen with your 
being that you have to shoot at least 60 guards. Don’t accuracy score will do, we're afraid, so we can be sure there's 
worry about objectives, simply concentrate on >. no cheating going on. And you must mark your score on the 
being the best shot you can be. ~ video or in a separate letter. That's all (for video instructions, 

turn to page 126 of this month's Skill Club). 

C 

F-ZERO X . — a 5, 

CHALLENGE 
Best Time Attack time for 
Devil's Forest 2. 

You've got until the 1st of June to perfect your 
challenge score(s) and we'll try to keep you up to 

date with the best scores over the next few issues. Next 
issue we'll print details of where and when the finals will be 

held (you're going to have to be prepared to travel to the final 
TIME TO BEAT for the day, and it's definitely going to be in June at some point), 

G1s0" 00 where you'll have the chance to battle it out with the other 
Although not as finalists, and, of course, us, as we'll be the final, monstrous hurdle 
immediately to your claim of being the greatest N64 multiplayer champion in 

the World. Ever. Okay? 
Well, what are you waiting for? Get to it! 

distinctive as other, better 
known F-Zero X tracks (such as 
Silence or Big Hand), Devil’s Forest 2 
is actually an unforgiving little 
blighter, with a ‘rippled’ section of 
track that sends you flying if you go 
too fast. But you need to go fast, don’t you? Very, very tricky, 

or more top speed? iffieult decisions to make, we know, but we'd | RULES — READ THESE NOW! 
plump for something with a bit of boost... e You can enter as many of the challenges as you like, as many 

times as you like. Just be sure to observe the instructions we've set 
TIPS ; : : : out in each challenge description. 
@ On every bump of the rippled section, there's a speed-up arrow. It's ¢ We're only going to accept times from PAL games. We'll be able 
worth dropping your speed to catch them. to tell if you're cheating, and you're using an NTSC game, from 
@ You'll invariably catch some air (man) after every bump; make sure you your photos or videos, so don't do it. Okay? 
push forward on the analogue stick when this happens, so you'll come ° Entries will NOT be accepted unless accompanied by 
back to earth as quickly as possible. : photographic or videotaped evidence. It's only fair. 
@ There's a potentially nasty series of chicanes towards the end of the * All entries must reach us by the 1st of June, 1999. The 20 
track. There is a fairly straight line through them, and it is possible to get finalists will be notified by ‘phone immediately after this date. 
through without hitting the walls, although you may have to use Z or R to * The top five winners from each challenge — that's 20 people — 

help you through. will be invited to the Grand Final, which will be held later in June. 
PROOF We'll release more details of the venue and date in the next couple 

A photo of your fastest time, if you please. of issues. 
¢ The Editor's decision, subject to bribes, is, as always, final. 
¢ Tim Weaver stinks. 

IWZNYSUAWHLXS IAW TGILININ LW9H9 FHL WN) 



. AND COMPLETED! 

THE LATEST U.K. N64 GAMES REVIEWED, RATED MAGAZINE 

IFA game 
so far, but 
can it pass AN 

the ISS ‘98 test? Find 
out in our massive — 
review! Sia. 

Guide to scoring 
Because N64 cartridges are so expensive, we won’t award our Star Game medal until 
we’ve played the game right through to the end. As well as making sure you'll be getting 
your money's worth, this means we’re able to pack our reviews with hard-won tips. 

ont 

Only after playing a game right through to the end will N64 
Magazine consider awarding it a Star Game badge. So you 
can be sure that only the N64 games that're really, 
genuinely worth buying get the highest scores. 

The best Nintendo 64 games really are superb, so many games that'd 
seem top-notch on other machines are eclipsed on the N64. But if 
we award a game 70%-plus you can be sure it’s jolly good fun, and 
well worth thinking about adding to your collection 

We hate giving games marks like this. Are they worth buying? Or 
not? But every so often there comes along a game that's perfectly 
playable and everything, but just isn't special in any way, and simply 
doesn't make good use of the N64. 

filmy 49% - 20% Here you'll find games that're lazily programmed or hurriedly 
cobbled together, or simply weren't a good idea in the first place. 

19% - O% The disaster zone. There've been a couple and we've not shied away 
from telling you the whole truth about them. 



ALL STAR 
TENNIS 
Smashing! GO TO PAGE 64 

CHAMELEON 
TWIST 2 
Tongues! coro pace 68 

around! 
It's the best cute-’em- a ye 

Pants! — GO TO PAGE 69 ee fp NUGGET ye 

VIRTUAL POOL Ca 

' GOTO PAGE 7° 

BATTLETANX 
Multiplayer tank 
madness! SNOW SPEEDER & 

cororace (7) TE] g ancl (86 
Team 64 are gaming experts — they've been knocking around the nether regions of 
electronic entertainment for donkey's years. They've been hand-picked according to 
their ability to: a) play games and finish the great ones, b) make definitive judgements 
and, c) write down their assessments in a clear and entertaining way. 

What those 
categories mean 

9 VISUALS Cr hy James Ashton 

2 | Or “With the power of my mighty Mini, I'm 

4 

a 

™ ga going to live fast, die young, and leave a 
LJ reasonably well-kept corpse. Woo-hoo!" 

ei SOUNDS
 =i 

of the month: Tetr
is DX 

Legal action will Be taken against any person 
or persons found to be using the registered 
trademarks ‘Wil', ‘Overton’, and ‘Hair’. 
Game of the month: Castlevania 

Q MASTERY 
(Singing) “Oh I'm a vulgar boy, ****! Yes I'm 
a vulgar boy, ****! Ee-eye-addio, I'm a vulgar 
boy, eee “yn 

Game of the month: Michael Owen's 

9 LIFESPAN s 
Eyes placa from excessive Game Boy 
playing, Martin's most piercing stare has 
been a shadow of its former self. 
Game of the month: Zelda DX 

Wa o>) - 
VERDICT ° 

ah a “There ‘5 more to Depeche Mode than 
Personal Jesus, you know. Here, |'Il play their 
greatest hits for you..." Somebody stop him! 
Game of the month: Snow Speeder 

Paul isin in the Tee this month after 
causing the N64 switchboard to collapse 
under the weight of his personal calls. Tsk. 
Game of the month: Chameleon Twist 2 

“I'm like a sarronais mother to this inept 
bunch of cretins. It's all | can do not to poison 
their morning tea. But | do love them." 

1 Game of the month: Battletanx 

© > SGceane 

“Hallo! | am taking another break from 
touring to bring you ze finest N64 reviews. 
In my spare time, | interfere with horses.” 
Game of the month: Smash Bros 

L Green 

“| went on a sight-seeing trip to London last 
week, and accidentally swallowed Big Ben 
when | yawned. | was absolutely mortified.” 
Game of the month: Virtual Pool 

ames ce 

..and consequently it's possible to emulate 
with an estimated 97.276% accuracy..." 
Ker-lik! (sound of hammer being cocked). 
Game of the month: Milo's Astro Lanes 

“ 

March 1999 



“Yeah, look at us! Are we 
celebrating realistically or 

V what? Oh, no, we're not”. deni 

The referees [> 
lle eo 

pretty 

eyes xT Gees 
scenes. Of which 

this is one. 

po ss? RSLS 

a ST 8 i ‘i <{ Juuuust creeping Vos 
3 4, a. Cae eae 7 

. ieh08333, there. Sneaky a 
little goal for ~ 
England. 

ve got it until 
the year 367. nice. But, 
regardless, the licence is a buffed-up 
gem of a treasure, allowing the game 

on hundreds of 
ms, as well as 

the real players t n out of a 
Saturday afternoo 

There's no doubt 
there're some top 
things bustling for 
space. Here’re five... 
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eee o 5 | The ‘keepers have a few new moves to impress upon 
ee the game. But they still kick like they've got piles. 

The camp, slightly bendy, directional arrow. Bet that 
V gets in the way a bit when you're on the attack. 

Rem 
of 

5% hao at 

2 S , A A terrific, edge-of-the-seat clash in the i 
' ae Wee eg oe 3 elem ale 1 ee EL ee Retr ee 

a tet ad Se hee 
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ry eee ‘A eh es ee 4 push pineapple, shake a tree. And that.” 
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It’s the N64's 

only licensed _ 

If FIFA’s got one g Despite appearing to skate page, here, to have 
moves and, just aswwe pitches, FIFA’s pla} ave some i i ‘h er number of 

se tation instilled in 9 offer 
/ he Player Edit 

And, luckily, this time some space and t i nes and when you switch it mode superb, 
bell. He’s still a boring old bleeder, but watch your i at is the Ball i insfer List vital, but 

‘s got load say. A bit of e: ite entertaining. Cam. Just need to so their faces oft ignored, usion. Even ISS ‘98 
, now. ease didn't have that. 
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ARENA 
mi 

N6 

French footie. 
Oh, sorry, did I 
drop off? Ha! 
Only joking. 
Well, sort of. 

Chelsea and 

Despite having a cumbersome old 
menu system (a load of not-very- 
easy-to-access hexagons scattered 
randomly) FIFA ‘99's chock full of the 
best kind of options. Here's why... 

» LCL Se) 

a aA 
sy ie 
i POR hacniir vo Arena o 
[i ' as ba! # ? “ 

Manchester Utd 
P.ichmeichel 

GNevilie 88 
iStam Ree 

Wiohmen ice 
een ts 

slomaviet 
UD teckham 



BRAZIL CUT - 
Cut scenes are more 
important to FIFA ‘99 — fe 
than they've ever been 
before. At every 

opportunity proceet 

Dorckhawe 
Ashearer, 

+ rasheaves 

off towards the corner 
snuecr eave ; r | flag, does one of those 

: Es half-cartwheel things 
and then promptly falls 
over. As he's getting up, 
his team mates dive on 
top of him until there’s 

Why more football 
games don't have 
transfer systems is a just a mountain of 

s it could have been. bodies. Probably 
ers and must have a breaking his arm in the 

tery, but FIFA's isn’t quite as good 

actually 
with yo 
formation. Additione 
also tinker with ‘Strategy’ : 
making your team more defence- 
or attack-minded or something in 
between, and Positioning, which 
obviously allows you to move 
those individuals about a bit. 

S ‘Swaps available, y¢ 
budget you're given to work with. 
and buy Ronaldo, Rivaldo, Shearer, Beckham, Salas, Del 
Piero and Bergkamp without the bank even 
raising as much as an eyebrow. Which doesn't 
seem very realistic somehow. Nope. 

A The excellent > aii ®t 
manual formation ge | 

change. Play as Then, tH 
many in midfield position 
as you want! players (to a 

astra? ase) 

det 

Always a bit ofa ‘gtin, this. 
Modify an existing player — by 

! changing his shirt number, adding a 
ew ives or tagging on that recently grown mullet — or 
create a hideous freak from ‘scratch, readjusting attributes from 

a total pool of 72 points (though, oddly, you can just maximise 
his skills in every department until the points ‘pool’ goes all the 

_ Way past zero to -72 points). There’s also the opportunity to 
specify his aggression on a scale of calm to nutter. 

SHLECUSTVIE 

at 

¥ | rm United j 
| RIP Cobeuey 

siete er teat ee Peer edIbertree 

Sock Colour} 

ee 
rm sta NO 
Tottephagig 

veremiyANGHTI08 ed 

Right Conus forward Once you've spent half your life 
revamping existing players, you can then 
save eleven — plus, ooooh, six substitutes 

— out and throw them head first into a newly named team. 
Which is where the Team Edit comes in. Once you've got 
yourself the squad, you can then create their home and away 
kits with the startling array of variations available (there's even 
a strange, sword-swipe-style design, which looks like your 
player has been attacked with a machete, if you colour it red). 
Now just select a stadium from the 19 on offer. 

Walr a 

Nate Cofour 

skin gelour 
hace 

Faclal Hair 



N64 ARENA 
Pffff. How many yea 
up with this? Whilst 
switches to the near 
for you, you have to 
player you want to 
much running about, 
players won't tackle. 

Oh, I've just 
realised. | 
don’t have 
control of 

V this player. 

Tm Maceo ox ae 
CO) ey 
crazy, a bit evil and, 
er, a bit rubbish... 

. 
| 
’ 

@ N Cw Issue 26 

PEL sstony chelsea 1 

dering why 

) 
rc) 
Tr 

Been around for 
Press pass, wait for 
and then your player d 
Problem is, in time 
pass twice, in w case the player passes 

passes again. Grrr. Not 

You'll get a 
red card for 
that. And you 
made that 
challenge 
years ago. 

A 8ut I pressed 
pass last week. 
Why is it only 
doing it now? 

eing impressed by a FIFA game 
normally amounts to being 
impressed at how much better it is 
than a previous version of the 

game, not how much closer it is to 
bettering the competition. And this is 
certainly the case with FIFA ‘99, which is a 
solid, more playable game of football, but 
one that's still miles away from the 
infinitely more gifted ISS ‘98. 

rs 

A Merse does the business at the far post. 
Then pulls up with a dodgy hammy. MASTERY 

ee 

Ld 

Faaaaaaar too effective, 
wisely and you can 
pick the ball up in you 
up, avoid a couple of la 

then shoot. 7-1 
follow. 

Man Utd now 

Heeeere | go, then. 
Dum, dum, dee, da, 
da. Onwards... 

inwards. 
Makes your 
life too 
easy, this. 

A “(Yawn.) Oh, look, there’s a ladybird. 
Haven't seen one of those for years.” 



Gluey pitch 
Passing in FIFA still feels a little ‘sticky’. Slot 
a ball through the middle and it goes for 
about 10 yards then slows up for no reason 
at all, making a passing game an 
unnecessary extra (especially in light of the 
fact that you only need to use the ‘speed- 
up’ and ‘shoot’ to win). 

Whack! Splodge! 
Oh, the ball seems 
to have got stuck. 

Ure) 

ly, the old problems of being 
able to head one home from inside your 

it beat the opposition goalkeeper have 
been solved. You just can't score 
unscoreable goals anymore. 

And, in fairness, whilst there’s always. 
that easy goal get-out clause, there are 
now more ways, more options and more 
CPU intelligence when attacking. Stream 
through the centre of the field and your 
attackers will split off, trying to find space 
either side of you. This is particularly 
encouraging, not only as it's something 
ISS has been doing for ages, but because 
it means you can now put more faith in 
your computer-controlled team mates. 
With FIFA games past, your players 
weren't very interested in doing anything, 

least of all running, = 
_ And, with more freedom in the 
dressing room (especially now the game's 
got a proper formation and positioning 
set-up), you can begin to experiment a 
little, with three at the back and wide men, 
or two strikers and one floater. In fact, the 
best moves in FIFA ‘99 are almost always 

a) 7, eae ee 

own half, or clearing the ball and watching 

Replays 
Score a goal and there's just the one, very 
quick replay. If that wasn’t bad enough, 
when you do slow it down with the use 
of FIFA’s replay control panel, you can 
only view your dazzling finish from one 
angle. What good is that? Sort it out, EA. 
Or take a look at ISS “98. 

A Better watch 
closely. ‘Cause 
that’s all you get. 

Be eS |e 

you have. Hope he’s insured. 

Gallacher. Tsch. (He's great for 
V Blackburn, blah, blah - Martin.) 

eee at 
he: 

the ones involving crosses from either side: 
a particular favourite in the N64 office 
involves getting to the by-line, then 
pulling it all the way back to the edge of 
the box, where you've got a midfielder 
coming in to strike one. Spectacular 
finishing ensues. Hopefully. 

FIFA 99's not perfect, then. And, we 
rather suspect, it'll soon be shunted into 
third place by the pleasingly playable 

lms) ae) eel ae ae) 

FIFA ‘99 is certainly a solid, 
more playable game of 

football, but one that’s still miles away 
from the infinitely more gifted |SS ‘98. 

A Happy with his work, number four 
heads off to the local curry house. 

. ae 
e ees 

a PEt we helcester oop A 
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8 visuALs 
Some fine animation, 
and some detailed 

stadiums. No fuzz either. 
Impressive. 

@ Rel Ds 
Motty’s holding out for 

those royalties, but 
there's plenty of 

~ commentary and music. 

CNS 
Technically efficient but, 
in-game, still not quite 

there. 

: ‘® LIFESPAN 
A huge array of options 

and a better, more 
streamlined game of 

football. 

VERDICT 
The best FIFA yet, even 

given the stubborn 
problems that never get 
taken care of, regardless 

of how many times 
they're pointed out. /SS 
“98, though, still reigns 

supreme. 

83" 
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World League Soccer ‘99 (See the Special 
Investigation on page 30.) But, at least 
with this much-improved sequel, there's 
hope that next year's inevitable follow-up 
and EA's Premier League game later in the 
year, will have some of the magic that 
football fans require. Certainly, this is miles 
further down the evolutionary scale than 
that far-off memory, FIFA 64. Ho hum. 



PREVIOUSLY IN N6, 

CAMERA SHY 
There are only two in- 
game views available, 
with very little difference 
between them. Both 
share an irritating flaw in 
that the view focuses on 
a spot somewhere 
between the players, 
rather than directly on 
the ball. So you'll hit a 
raking passing shot, the 
ball will zing across the 
court, and you'll have no 
idea whether it landed in 
or out because the 
camera didn't follow it 
or zoom out to catch it. 
The only way to tell 
what happened, other 
than in the rare event of 
an instant replay, is to 
keep an eye on the score 
counter and see who got 
credited with the point. 
Pants. 

his is a little bit odd. Most sports games 
are usually pretty clear on whether they 
want to be a full on simulation or a 
slick, arcadey funfest, but A// Star 

Tennis can't seem to make up its mind. 
One moment it's so picky about timing and 

positioning that the slightest misjudgement results 
in the inevitable loss of the point, and the next it's 
drawing little fiery trails around the ball and 
teleporting it in random directions across the court. 
Most important of all, it doesn't do either game 
style any real justice. 

Making a return isn't simply a matter of getting 
your player to the right spot on the court and 

Sy Tate 

We Future Looked All Star Tennis 
A. in the last issue. We did so. 

TAN 
Dome lele) 
gear round 
that one, 
Leo Teeicdy 

RET Tee aa 
this one out, 
Bjorkman. 
You mutha. 

pressing a button. You have to think about what 
side you want to take the shot on, because 
standing too close to the exact place the ball is 
going to land results in a weedy defensive poke 
that the computer will belt back at you at 
200mph. What you have to do is position your 
player at least an arm's length away, preferably 
on his or her strongest ‘wing’, and allow for the 
amount of time it takes to perform your chosen 
shot. And then you have to take into account the 
annoying fact that you can only hit the ball in 
certain directions from either side — choose the 
wrong shot direction and it just skews off out of 
play. Plus once you've got the hang of that, up 

Every time you whack a ball over the net, a little blob appears in the 
energy bar at the top of the screen. Play with a bit of style and you'll 
soon find that certain shots are worth two blobs — for 
an ace, a winning service return, a passing shot or a ball dose to the 

- fine. Once the energy bar has been filled up to three units, your racquet 
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A Sadly you can’t play from this aerial camera position. It’s for replays only. 

ALL STAR 
All Star? All Schmaa? Or just another unremarkably 

UBI SOFT 

and down on the stick controls power, and Z and R 
add spin. 

Confusing as all that pixel-perfect simulation 
stuff might sound, hardcore tennis fans will no 
doubt be feeling quite excited at the thought of 



What a bomber 
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average tennis game? 
playing the most authentic tennis game strange supersonic booming noise as the 
ever made. Hold your horses, though. The _ ball disappears in a mess of fizzing orange 
first time you get confident enough to triangles. Press Z and R together and all 
attempt a full power shot you'll notice a manner of even stranger things begin to 

happen - teleporting balls, flaming shots 
and the like. By making ordinary shots you 
build up a little power meter which can be 
used to elevate your play to the realms of 
the surreal. It's a funny enough idea on its 
own but it doesn’t meld at all well with 

De 
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re 

The Venus Williams lookalike is a bit 
V of a demon returner. Too good for us. " 

(1s Cao YY] 
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Se 
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the realism of the rest of the game. You 
could always have a gentleman's 
agreement not to use the special moves in 
a multiplayer game, but the computer 
certainly won't respect it. 

The speed of the game is all wrong 
too. The players are quick to move around 
the court but frustratingly slow when it 
comes to swinging the racquet, meaning 
that you have to start a shot almost as 

Rome OL 
aT ele Come eM LM CLC] 
quick rest on the court. 

ld 
ro e ‘ 

Om MAEM eee me eC CRs 
the changeover. Gouge his eyes out, Amanda. 

Yes indeedy, it’s bomb tennis. Don’t bother ea 
with it, it'll only get your blood pressure up. 

March 1999 
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Packed with character 

va 

Te eee ZL) 
action. 

ra Your ‘van’ (advantage 
to the rest of us). 
Thanks old chap. 

Ha Wd) 
Fiat ecm: 

rl A 

OOO 
Rahat) 

on sr 

(whisper) ...Just make sure you 
aim for his nadgers on your first 

AV serve, and we're certain to win. 

ZOE 
Cnr 

RICHARD 
DORs 

f 
me 

pa oes & hee UN 

a aoe 
There isn’t much happening on the old 
statistics front in this game. It’s just the usual 
sort of thing - percentages, points, and so on. 

bs 
2 Gustavo Kuerten 

ax 
Select Playe 

ed ig 

SOUNDS 7 

VIET pa G ee 

ifm). XW) ok Yo) (UEC Vale OMe re el m1 | ee ak 
no room for changing your mind after choosing a shot. 

LIFESPAN 7 TOURNAMENT 

VERDICT 

VERE ieee 
The tournaments have to be a 
male/female mixed thing. 

soon as the ball crosses the net — 
meaning that due to the very unhelpful 
artificial intelligence ‘assistance’, you'll 
find your player diving when you wanted 
to perform a running shot, or blocking 
when you wanted to smack the ball into 

issue 26 

aoe 
your opponent's face. Why, when there 
are two C-buttons going spare, didn't 
they have a separate button for diving or 
defensive shots? 

If you can ignore its obvious failings — 
and let's face it, the N64's only other 
tennis game isn't a classic — A// Star Tennis 
has its moments. In the two player game 
you can get some terrific rallies going, with 
loads of spectacular diving returns, net 
cords, whacking cross-court passes and 
cheeky little drop shots. There's enough 
incidental animation to make the game 
look quite impressive at times, even if the 
camera does have a touch of the old FIFA 
shakes when it zooms in on a player at the 
changeover. 

It's just that despite all its nice touches 
and fan appeal, most of A// Star Tennis is 
too flawed, too dull, too uninspiringly 
average. It's a slightly more involving 

game than Centre Court Tennis, but, as 
with Hudson's effort, we'd only 
recommend it to those desperate for a bit 
of tennis action on the N64. 

“MARTIN KITTS 

Thanks for the game — never thought 
I'd lose to a lass. Back to your place? 
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Before splashing out on a game, you should find out whether it’s 
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it out. If you decide to take the plunge, buy the same game at 

make it a blockbuster night 

ore Money back offer applies to selected titles only. Subject to availability. 

See in store for details. Your statutory rights are not affected. 

Blockbuster within a month, and we'll refund the price of the rental. 

www.blockbuster.co.uk 



We twisted some chameleons in 
PREVIOUS ait N64 CST eo OUT eee CL 

BALLOONY! 
The air balloon section 
of Twist 2's first level has 
apparently been 
designed purely to 
showcase the game's 
deficiencies. You're 
meant to lick up the 
birds which rest on the 
balloon's basket, and 
chuck them at the hearts 
and stars which float by. 
But because you can't 
rotate the camera, and 
the empty sky provides 
no reference points, 
there's absolutely no 
way of telling in what 
direction the bonuses 
are, making the whole 
experience a farce. 
Playtesting, anyone? 

Fairly simplistic, but do 
their job, and move like 

the clappers. 

Typical music and spot 
FX straight from Platform 

Game World. 

The sparseness means 
this could easily be 
achieved on any 

platform. 

All of two hours, now 
that the multiplayer 

mode's gone. 

VERDICT 
There's potential 
platforming fun 
available, but it's 
crushed under the 
weight of tedious 

puzzles and difficult 
navigation. 

ey me Meee TER Ce eS] 
good tongue lashing - Chameleon stylee! 

Whoo, check out the spectacular explosion. ea 

Somewhere, over the 
rainbow... 

bm 7 

a) 

eri eee. 
CeMey elle RCL 

A walking flower. 
Remy alle 

snout. 

CHAMELEON 
TWIST 2 
Twist again? No thanks. 

here were plenty of things wrong 
with the original Chameleon 
Twist, but the most striking was 
that you'd be greeted with the 

end sequence after as little as 60 minute's 
play. Happily, the developers have 
knuckled down to solve this problem, and 
the result is that you'll have completed 
the sequel within, ooh, about two hours. 
If that weren't enough, the sliver of 
longevity that this adds has been swiftly 
counter-balanced by removing the 
original's multiplayer game. So that's that 
problem solved, then. 

In fact, despite all this and other ever- 
so-slight alterations, the game's main fault 
is its similarity to the original. It’s still a 3D 
platformer in the mould of our learned 
friend Mario 64, and it's still got its four 
central chameleon characters to choose 
from, who can use their long, 
manoeuvrable tongues to latch onto walls, 
pull themselves over gaps and cram bad 
guys into their 
mouths. The trouble 
is, most of the You can give almost 

convention by refusing to let you rotate 
the view around the main character. 
Thanks to this semi-fixed angle, even 
running in a straight line and performing 
simple jumps becomes taxing, and it's not 
too long before the awkward controls join 
in and make lining up your tongue and 
swinging around poles much trickier than it 
should be. 

There have been some improvements 
in an effort to liven things up. The reptilian 
wonders have bought themselves 
umbrellas to cushion their falls, and the 
horribly claustrophobic indoor levels from 
Part 1 have been replaced by all-new wide 
open spaces. In the process, everything's 
been made a lot smoother and graphically 
more refined, making Twist 2's six levels an 
eye-pleasing, if contrived and sparsely- 
populated, bunch. 

But as you get to know Twist 2 
better, you begin to realise that it's 
striving for Yoshi's Story-style greatness — 

ee Mella eee) ele 
original's flaws have V EMR mule Uh V Rey tenliat (xe 
come back to haunt 
it, too. 

Twist 1's camera 
was a nightmare, but 
the sequel is like 
having a nightmare 
and waking up to 
find Shane Richie in 
your bed. Bizarrely, 
the game defies 

a MC Soetin. F.iS A 
- ged 

Chameleon Twist 2 

INFOGRAMES 

easy to complete, but packed with 
alternate paths and objects to collect for 
completists. Sadly, it fails simply by being 
too easy, and by chucking the same 
annoying puzzles at you time and again — 
the developers particularly favour the 
incredibly infuriating ‘choose the correct lift 
at random or die’ game. In addition, a 
healthy proportion of puzzles are, 
incredibly, imported directly from Twist 7. 

Chameleon Twist 2 is one of those 
games that you almost feel sorry for. It 
tries so very hard, and the characters are 
much easier to like than insane bandicoots 
or purple dragons, but the developers just 
haven't got the necessary magic to make 
the game anything other than a sparse, 
monotonous, empty platforming game. 
That you can finish in two hours. 

MARK GREEN 

VNU take a twist for the surreal, as the 
eh rabbit reveals more of the plot. 



PREVIOUSLY IN N64 

Milo's Astro Lanes 

CRAVE/INTERPLAY 

ilo’s Astro Lanes is 
stunningly dull. Sorry to 
break it to you like that, but 
it is. Normally we don't 

make a habit of writing off a game even 
before it's had a couple of paragraphs 
worth of description, but, frankly, Milo’s 
Astro Lanes filled us with a sense of 
impending dread the moment we 
switched it on. And things didn’t really 
get any better. Nope. 

eee htt eet | 

eR mae Warts 
in N64/25. We were wrong. 

See, bowling is, at the best of times, 
an average console idea. Of course, we're 

not knocking Saturday evenings down at 
the local bowl-a-rama with a couple of 
friends, because that's good fun. But, 

squeezed into a little grey cart, bowling 
quickly becomes about as appealing as 
being bitten by tsetse fly. And there's a 
simple reason for that: Saturday night 
bowling lasts an hour and costs a fiver. 
Milo's Astro Lanes lasts an hour and costs 
forty quid. 

Naturally, having spent the same 
amount of money on this as you could 
have done on Turok 2, you're going to 
have to at least try to play it for more than 
a hour. But, it's impossible. It's just so 
mind-numbingly dull. Even with 12 
courses, six ‘whacky’ characters and six 
balls eventually accessible, it's hard to 
motivate yourself to play past the first 

three lanes (which you 
must master and beat 
before you can progress 
onto the next course... 
oof). 

The problem with 
Milo's is that it's just not 
very much fun. Balls go 
down alleys incredibly 

ei \ i 
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slowly, pins get knocked over and just 
disappear, then characters mumble 
something unintelligible and that's it. 
Repeat to fade. Except, of course, there's 
those ‘special’ moves — in the form of 
collectable stars on the alley which are 
accessible via Z — that do funny things to 
the ball, like splitting it into three, or 
turning it into a HUGE version of its former 
self. The effect? Er, well the huge bowling 
ball obviously crushes everything in its 
path, while the three-pronged attack gives 
you a better chance of picking up a strike. 
Except on the courses where there's a gap 
in the alley and the balls just fall through 
the gap. 

But, then, that's Milo's claim to fame: 
the courses are different, a bit like the 
bowling equivalent of Crazy Golf and, as 
you progress, things get trickier and more 
surreal, with pinball-style flippers, snaking 
lanes and uphill alleys. But, even with the 
oddly-shaped lanes, fairly diverse power-up 
stars and scattered speed-ups that just 
about up the pace of the game, the bare- 
faced truth is that Milo's just wasn't a very 
good idea in the first place. Regardless of 
whether it's set in space or not, bowling, as 
a console game, is yawnsome. 

Still, watch out for Crave's next game: 
Eric Bristow's Underwater Darts. 

TIM WEAVER 

Mildly acceptable 
marriage of poorly done 
characters and bowling 

alleys. 

[2 SOUNDS | 
Shocking sampled 
speech that you can 

barely hear and music 
that immediately grinds. 

Not for the most part. 
Next! 

You can try and squeeze 
life out of this tired old 
game. But it's hard. 

The trouble with Milo’s 
Astro Lanes is that, 

even before Crave added 
the space bit, a bowling 
game was a stupid idea. 
So, you know, draw your 

own conclusions. 
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TRICKY! 
You might think that 
John Virgo knows all 
there is to know about 
trick shots, but spend a 
while with Virtual Pool's 
extensive trick shot 
library, and you could be 
Jim Davidson's next 
comedy foil. The balls 

for each shot are laid on 
the table automatically, 
so all you have to do is 
get the aim and speed 
right. It's an interesting 
diversion, and your 
messed up shots won't 
ever be exposed to the 

Lovely round hi-res balls 
but the backgrounds are 

iffy at best. 

souNDS @) 
Merely functional 

effects, and the worst 
music ever to grace the 

human ear. 

A pool sim isn't ever 
likely to push the N64. 

The sheer range of 
games and multiplayer 

options should hold your 
attention. 

It's only a set of balls 
and a big stick, but its 
accuracy means it’s as 
difficult to put down as 
the real thing. Only let 
down by the insane 

camera. 

whole nation on Auntie’s 

We previewed Virtual Pool in 
PREVIOUSLY LT N A. 1 Pe Ame (oR od 

VIRTUAL 
Virtual Pool 64 

UNM aN 

The water's lovely! Oh, not that kind of pool... 
he N64's first pool game, eh? 
How do you go about reviewing 
one of those, then? Round balls 
- check. Controllable cue - 

check. Accurate physics — check. Virtual 
Pool, despite slipping out while no-one's 
been looking, has got it all, and the result 
is an unexpectedly enjoyable simulation 
of everyone's favourite ball-and-cue game. 
Except snooker. 

ee Ce Cl eed 

Pont alo 

boty 

Line ‘em up and reel ‘em in. Virtual Pool’s trick mode 

LOE eC 4 

Virtual Pool's visuals are brilliant, and 

one in the eye for smarmy PC owners. 
Everything's been produced in eye- 
splintering hi-res crispiness, making the 
balls the smoothest, roundest things 
you've ever seen. Admittedly, the game 
gets away with this because it hasn't got 
very much to move about, and when the 
balls do start flying there's often a sudden 
attack of the jerks, but the sense of 

realism infinitely benefits 
from the sumptuousness of 

Cera the graphics. 
a Interestingly, Crave 

have adopted the analogue 
stick as a kind of ‘virtual 
pool cue’. Pulling the stick 
towards you eases the cue 
back, which can be followed 
by a slow push forwards for 
a gentle nudge, or a quick 
flick to create a lightning- 
fast strike that'll send the 
cue ball flying off the table. 
Initially, it's tricky to deal 
with, with shots inevitably 
struck too hard as your 
fingers adjust, but with 

allows literally hours of fun. Well, one hour. Or so. 

» MAeARA, 

aS 
<{ And realistic ball 

A Plenty of camera 
angles to choose. 

physics. possible shot angles. 
The game gives you all the 

practice it becomes a surprisingly natural 
system, with the other cue and camera 
controls intelligently placed on the C- 
buttons. 

Virtual Pool's trump card is its ball 
physics, which would put Newton to 
shame. Every roll, bounce, click and 
rebound feels exactly right, and you never 
get the impression that a missed shot was 
the fault of anything but your own mis- 
judgement. It's a shame that the computer 
opponents are as perfect as the physics — 
even those rated 1112th in the world can 
clear a table in one turn with consummate 
ease — but at least there's an impetus to 
improve your play and, ultimately, whup 
their asses. 

There's only one other major problem 
— as soon as the cue strikes a ball, the 
camera sets off on a futile attempt to keep 
up with it, which usually involves most of 
the action taking place off-screen, and an 
almost apologetic zoom out to show the 
whole table when the balls have finally 
stopped moving. 

But those are our only real complaints. 
If anything holds Virtual Poo! back from 
true greatness, it's the nature of pool 

simulations as a whole — they're 
always lonely experiences in one- 
player (especially without a story 
mode to really pile on the 
atmosphere), and a poor alternative to 
just going down the pub with a group 
of friends. But Crave's attempt is still 
a realistic and pleasing interpretation 
of ball and cue, which comes without 
the arguments that you'd get down at 
the public house about who's next on 
the table. 

MARK GREEN 
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A Three tanks remaining, eh? Not too far 
to go now. Get pressing Z. 

BAIT ILEFANA 
Undoubtedly. Strangely Basic? Yep . Rubbish looking? 

Four-player. Not perfect, [> 
we'll admit, but a bit of a 

grin and no mistake. 

RY Ta MEL | a 
They‘re mines. Avoid them 

V or pay the consequences. 

ccnipuleives Oooh, pps 
t begins with an utterly awful - but 
admittedly quite amusing — story 
which is not only accompanied by 
some of the worst ‘drawings’ we've 

ever seen (we're talking pre-playschool, 
here), but also has it that women have 
been wiped off the face of the Earth 
thanks to an, er, woman-ravaging disease 
that originated from South America. 
Strewth. 

It then moves into the main game 
which, being kind, looks a little retro. Being 
less kind, you'd have to say that Battletanx 
is an Amiga game. Crusty old scenery, drab 
browns and greys, smudgy textures and no 
real-time lighting at al/, despite the fact 
that explosions are going off left, right and 
centre. Additionally, the music absolutely 
stinks. It's just rubbish. But, if ever there 
was an advocate of content-over-style, 
Battletanx is it. Yup. 

Friendly Fire means you’ve 
Vy opened fire on your own base. 

Fi 
Crate oie 

Eee = 

wants to 

feos 
Dumb 
EIxs 

The premise is cretinously simple: pilot 
your tank through a series of post- 
apocalyptic landscapes, completing fairly 
simple mission objectives and, um, that's it. 
To spice things up a bit, though, each 
arena is scattered with power-ups (guided 
missiles, swarmer missiles, lasers, mines, 
extra tanks), a variety of multi-coloured 
enemies (both of the tank and turret 
persuasion) as well as completely 
demolishable scenery. Almost all of 
Battletanx's environment can be flattened 
with a couple of well-placed cannonballs 
(accessible with Z). 

So, setting to work on the game you'll 
quickly discover that, in truth, there's not 
really that much skill involved in playing 
Battletanx; all you need to be able to do is 
aim and shoot in vaguely the right 
direction and you'll whizz through the one- 
player game. Difficulty comes later on, as 
enemies get tougher, but they don't really 
become any more intelligent and, in any 
case, you start to learn how to avoid them 
and, also, where and when to pick up and 
use first aid boxes. It's good, unfussy fun, 

V Breathtakingly poor. 

TANK 
DAMAGED 

Battletanx 

3DO mind, and with the 
story becoming ever 
more ludicrous as 
you progress, you'll 
find, despite being 
able to complete 
the game in a day, 
you won't be able to hate Battletanx. 
Instead, you'll wish that there was a bit 
more to it. 

Its forty quid asking price is made to 
look less weighty, though, by a terrific little 
multiplayer, stashed with all the best kind 
of options and an entertaining, moreish 
feel. Stick the deathmatch onto Battlelord, 
and there's also quite a clever little twist: 
by pressing Top-C, you can toggle 
between your tank, as it pelts around a 
choice of decimated American cities, and 
your base turret, which you must use to 
fend off other players’ tanks as they try to 
blow up your HQ. And, of course, if 
everything's going pear-shaped, 
Battletanx has the ultimate get-out clause: 
a nuclear weapon that completely 
obliterates everyone on the level. 

Which leaves Battletanx as a game 
that you certainly won't spend £40 on. But 

maybe — 
juuuust 
maybe — 
might 
consider if it 
ever turned 
up in your 
local 
Blockbuster. 
Hootsome 
stuff. 

Tank crushage. You're 
about to die a death. 

TIM 
WEAVER 
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> SOUNDS 
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We Future Looked Smash i last month. 
hat, TY That'll be N64/25, then. 

Ele M elem leg 
wear asbestos 
gloves before he 

V swings at that. 

The games reviewed 
from this page forward 
are so far only on release 
PET Me aa: 

Because N64 is fully 
independent from 
Nintendo, though, we 
can bring you reviews of 
Umea AC 
they're released in the 
UK, we'll bring you a 
new, updated review. 

Smash Bros 

ANSE TONa IA LABORATORIES 

Pe osteo] em eta) I en RR 
aiting for a suitabl 

See ose [ess ey Sar eee xX PAUL OM MM Lae See) Ly 

¥6800 (approx £35) 
bee-hind. Electrical style. 

Game kindly supplied by CA Games 
es 0141 334 3901 

2 KI 

f we had a penny for every time 
we've heard someone say that the 
N64 needs a really good beat-'em- 
up, we'd have about, ooh, £5.36p 

to spend on sweets. The closest we've yet 
come to a genre-defining N64 fisticuff 
simulator — the innovative Fighters 
Destiny - was, for the most part, great, 
but still not quite enough to compete 
with the (yawn) Tekken's and Virtua 
Fighter's of this world. 

But here comes Smash Bros, released 
in Japan less than two months after it 
was first announced, and featuring, 
unbelievably, all your favourite Nintendo 
characters beating seven shades of the 
proverbial out of each other. It's a 
wonderful, wonderful concept, but - 
crucially — is it one that can deliver the 
goods, combo-wise? And is it rea//y such 
a good idea to put all of Nintendo's best- 
loved characters into a beat-'em-up? And, 
more importantly, is Kirby really any 
good? All these questions, and more, will 
be answered on the following pages. 
Read on... 



RNa Lelere| 
beat-’‘em-up, 
flee 
practice mode to 
try out your 
combos. 

No, it isn’t Glover. 

i ‘ « ‘ ‘i 1 : a em Mele ate lee | 

: ~~ r - 7 slut . AV boss glove thing. an 
. Z DANA CLC © = 4 "Cee 5 OF 

al : Oe aL PRR R ty a 
Mode glory. 

meee 4 Rn ee 
these impostors! 

Eom eat eee) i can tae ¥ 
most ‘homely’ one. " Ye Bos 16% ys 

lave we finally got a beat-'em-up to die 
ncredibly, with Yoshi in it? 

OL 
LEVEL UP! 

1 Smas 

Kirby's stage is just [> re 

Rather than using a health bar, like most beat-"em-tps, and then putting the emphasis 
on whittling it down and knocking your opponent out, Smash Bros takes an altogether 
different approach to virtual violence. : 

Along the bottom of the screen there’s a 
percentage mark for each character playing. 
This represents how much damage you’ve 
taken - and, once you've taken over 100 
percent damage, it becomes far easier to 
knock you off the arena. Take 300 perc 
damage, for example, and a simpl 
will send you flying. Good, eh? 

Progressing through the single-player 
game is far more inventive than any beat- 
‘em-up we've ever seen. It consists of 
one-on-one fights, team fights (you and 
another character versus Mario and Luigi, 

one case, three of you against the 

ie aim in Smash Bros is to knock your 
opponents off the edge of the arena, 
by hook or by crook. You can set how 

many ‘knock-offs’ you need to win at the 
character-select screen, from one to five. 
Also, in the multiplayer game, you can 

joose a timed game, meaning that you 
ave to accrue the most knock-offs within 

When it 
Says ‘very 
hard’, it 
isn’t joking. 

OE oh hy fat 8 

+. ww | fie ro 

~ plenty of A Kicking eee Lo fort 
ways to w i purple Yoshi in Qo, sf 4 

play the IBB the vitals is Muzat. \d¥, 4} 
game. pleasure itself, %% 48% Set 



DRESS REHEARSAL 
in the finest tradition of 
fighting games, you can 
change everyone's 
costumes into a more 
desirable colour. Tapping 
the C buttons on the 
character select screen will 
produce one of three extra 
colour schemes for each 
Smash Brother — except in 
the case of Pikachu, who 

IMPORT 

Smash Bros's eight-strong cast (excluding the four secret characters) boasts a line-up 
en a of Nintendo's best-loved characters, from games both old and new, some of whom we 

never thought we'd see in the world of 64-bits (indeed, the masses of you out there 
Fa A he that are pining for an N64 update of Metroid can take heart that Samus is a cracking 

i Ect Smash Brother. Or should that be sister?). Let's take a look at them all... 

Link * us 
Hero of the expectation- §. Not seen since Super Metroid on the 
shattering, superlative-defying SNES, the power-armoured Samus is 
Ocarina of Time, our Hylian Wil’s favourite character, and a darn 
friend is, fantastically, one of good choice all-round. And for those of 
the very best characters in the you that don’t know... Samus is a lay- 
game. He's fast, flexible and, dee. And hard as nails. Now, let's just 
well, a splendid choice for any hope that her appearance here spurs SEND SE SS, 

i -eared lad’s done Someone on to a Metroid update.... eon) Lome Carrere 

The green blast wave 

{B): Hold down B to eer one a 
is’s blaster — once it’s fully aes s vicinuty: 
will flash, and 

tap of the B button will 
@ huge ball of hurt. Nice. 

(R): This is pretty 
identical to Link’s Hookshot, 
it’s graphically more 

sive. Once again, hold down 
deploy the grapple, then tap R 

fling your hapless prisoner a 
7 . - , 

; yO 

? Making an appearance in anticipation of 
Rare’s promised end-of-year 
blockbuster, Donkey Kong seems to 
fave gone back to his evil, Mario- 
thwarting roots, here. And he’s massive 
= Which means, of course, that he’s slow 

) But strong. Get one of his haymakers to 
connect and you're laughing. 

Magic ‘Swipe (Up+B): The same 
devastating spin that Link was granted 
by the Great Fairy of Death Mountain. 
Immediate, effective, and it doesn’t use 
any magic points — simply brilliant. 
Hookshot (R): A simple tap of 
button will deploy Link’s Hookshot, 
pulling the enemy towards you and 
allowing Link (by tapping R again) 
kick the unfortunate opponent 
stratosphere. 

multi-hit combos, he es 
flashy attacks for plenty of 
punches, kicks and jumping 

attacks, many of which you'll have 
in Super Mario 64... 

Kong is a real 
powerhouse of a 
character. 

Spin Attack (Up+B): This can also be 
used as a gliding add-on to a double 

jump, as Kong spins and flies 
m through the air. As well as flattening 
m anyone he hits. 
* Big Punch (B): Magic. Like Samus’s 

i Blaster Charge, hold down B and 
Kong will swing his arm around and 

4 around, powering up his attack. Tap 
B again and knock the living 
daylights out of someone. 

Whirlwind Punch (Jump+Up+B): Get 
below someone and you can pummel 
them high into the sky with a possible 
14-hit combo, with each hit 
accompanied by a coin, just like in 
Mario’s own games. Plum. 
Mega Punch (Forward+A): A cracking 
finishing move. Cause enough damage 

- to an enemy and this is guaranteed to 
get you a point. 

ea) ke 

a eI a RED SHELI 
goodness From the original Donkey Fresh from Zelda, One of our favourites from 

ok: arcade game — you A Mario Kart, this does exactly 
i 1 n't jum h JT | ig I i i 

4 a 

It's true! In the finest tradition of all 
the best Nintendo games, there are 
a number of power-ups that appear 
randomly throughout each bout. 
They all differ in effect, but they can 
all be used to help your chances of 
winning. Here are some of our 
favourites... 

74 INtey 



Kirby 
Not quite as well known as the other ” 
Smash Brothers, Kirby (star of two Game ‘ne 
Boy games and one SNES appearance) isa %% 6% 
huge pink ball of undeniable cuteness. 
But don’t let that put you off - he can be Bru’ ear 
deadly in the right hands, thanks to a stuff? Kong 
chameleon-like ability to steal other cant avoid it 
character's abilities. Yoshi is p 

frustrating cl 
play against, di Kirby opens habit of swallo f ) Kirby Strike (Up+B): This mighty attack veld: pe 
and turning you into an sends a shockwave of blue nastiness across Kong is 

the ground, knocking anyone in its path over. powerless to 
Can be combined with jumping to great effect. 
Ability Steal (B): Stand near 
another character and press B 
to suck them into your mouth 
(!). Hold them for a few 
moments, spit them out, and 
you'll be wearing something 
that mimics that character (ie, 
furry ears for Fox McCloud, 
green hat for Link, monkey 
suit for Kong). You'll also be 
able to use most of that 

resist. 
Egg Eat (B): A simple tap « 
Yoshi to stick out his to 
anyone in the vicinity, 

ge egg (which sounds 
line yourself up, ai 

j #, wallop ‘em. 
Spit (R): Almost 

tapping R will allow 
someone whole (yes, € 

and spit them out again with a ta 
another button. Erk. 

Fox McCle 
Hurrah! The ge 
McCloud takes a 
break from suffe 
ineptitudes, and 
be, well, pretty 
grips with, to be 
he jumps like 
abilities 
understa 
to use tl 

and he can 

Everyone's favourite Pocket Monster just 
had to make an appearance, didn’t he? 
And, despite his adorably huggable 
exterior (he carries power-ups in his 
mouth. Bless), his range of electric attacks 
are most definitely not to be trifled with. 
Like Fox, a bit tricky to get to grips with, 
but Pikachu's moves are far more flexible. 
And deadly. 

tail, though. Oh, 
@ a laser pistol. 

Fox is invulnerable to 
attack when shielded. 

Electro Shield (Down+B): Not only 
does this protect our furry hero from 
harm, it actually reflects projectile 

poeekhn Boge nuts attacks (such as Link’s Boomerang, and 
V off their platforms Samus’s Blaster Charge) back at their 

z owner. Which is always handy. 
Quake Attack (Up+B): A/though it 
takes a second or two to charge, this 
flaming attack will decimate anyone 
above Fox. While it’s charging, though, 
you can direct the attack to the sides 
with the analogue stick. Guaranteed to 
get you a point. 

Sigtiniee Strike (Down+B): 
A superb move. This sends a 
lightning bolt directly down 
to Pikachu, so that payone 

a a a ae a 
One of the very best freebies. Hae it's basically a proximity fae tvs e alelelem C1 oe |e From — yes — Super Mario 

OSSTayea aa Kcaer tome} mine from GoldenEye. And It's a descendant of Fox Bros on the NES, this hot little 
randomly-chosen Pocket damn good fun it is, too. McCloud's trusty sidearm, we'd number (ha!) racks up the 

Monster, who'll then proceed Boooom! Tats aoe damage with a flamethrower- 
to knack the opposition. TI omrctn eee a 

PAUSE FOR THOUGHT 
Pausing the game while 
you're playing gives you 
another added extra. The 
action freezes around your 
character, complete with 
any special effects, 
explosions and so on, and, 
using the analogue stick, 
you can rotate the camera 
around 
Link/Mario/Kirby/whoever. 

It's of no practical use, but 

LuOdWwi 
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TEAM TIME 

The frenzied multiplayer 
game, which is bloomin’ 
great, allows you to play in 
teams. This means that you 
and whatever character 
your team-mate has chosen 
can't harm each other with 
each other's attacks, and 
can therefore pulverise the 
opposition without 
worrying about flinging 
bombs left right and centre. 
Nicely! 

.. -AND 
THERE'S 
MORE! ¢ 

tain Fale 
The muscular pilot of the Blue Falcon — 
from F-Zero X, and, of course, the SNES 
F-Zero — is the first secret character you 
can get, and all you have to do is play 
through the single player game on any 
difficulty level - you'll get to fight 
Captain Falcon after White Hand. And 
what's he like? Well, although he : 
dropped off, smashingly, in the Bl 
Falcon, he’s limited to a few slow 
powerful moves. 

Falcon Punch (B): Hold 
this attack, which is fairly’ 
you'll have to be good to 
use it at close quarters. 
The good Captain shouts 
“falcon punch!” when 
you use it, although it 
sounds more like “there 
you go”. Which is odd. 
Falcon Kick (Up+B): A 
powerful flaming kick 
attack. Useful and pretty 
easy to pull off ina 
desperate moment. 

r 
‘~@> 
v 

Oooooooh yes. 
characters in Si 
which can be o 

wear green, and the FA 
obscure that even wil was 

‘/2) amazed that Nintendo had the 
audacity to put him in the 
game. He wears a baseball 

cap... : 

Who? You may well ask that question. 
The second secret character is a Pocket 
Monster, and thus is pretty famous in 
Japan, but means nowt over here (and, 
embarrassingly, the American version of 
his - or her — name is Jigglypuff. Oh 
dear). And Purin seems to be fairly 

similar to Kirby; ie, a huge squashy ball. 
You obtain Purin in exactly the same 
Way as you do Captain Falcon. 

Sing (Up+B): Get near an opponent and 
Purin will sing a sweet melody, putting 
the ent to sleep and allowing 

7 y Purin to line up an 
V4 attack. 

«CRON © Sleep (Down+B): 
Somewhat bizarrely, 

i this sends Purin to 
y ‘3 “if (| ik sleep. We have 

absolutely no idea 
why. 

BRN 

clr 
Throughout the single player game, 
STM Mom Com TEU Lm cel) 
don't otherwise have access to (or do 
you?). Here's a quick rundown of 
them... 

UTE 
Yup. One 
of the 
Ryle] 
player 
Lok R MED 
SoTL) 4 . 
randomly PoP Pae Oe us 
chosen mie pe Oe | 

partner fighting both the Mario Brothers. 
Luigi is, as you'd expect, very similar to 
Mario, although it appears that he can 
jump rather higher, and his attacks aren’‘t 
quite as powerful. 

oa Vrivels TERMINATOR MARIO 
dee 
Mario's 
alte] 
o[Jeky 
alter-ego 
from 
Super 
Mario 64 

ee ~ makes a 
ieee) 

appearance in Smash Bros. Being made of 
metal, he’s incredibly hard to throw. Your 
only hope is to goad him to the edge of 
the arena and knock him off - he can’t 
jump very well so he finds it hard to get 
Lola a 

a 
The penultimate challenge before you 
reach White Hand, the Dummy Horde is a 
test of endurance as much as anything 
else. Consisting of around 30 (!!) metallic 
pink clones of all the other Smash 
Tel Ee 
you've got to 
dispatch with 
TeV Te] 
one of them 

Lol felg mal) 
IK 
(eee te 
Yoiks! 

WHITE HAND 
This is the final boss, and, contrary to 
popular belief, it’s not actually Glover. He 
is, however, rather tough, and dealing 
with him is slightly different to Smash 
Bros’s usual operating system. Rather than 
having to knock White Hand off the 
arena, he’s got 300 hit points that you 

have to 
aie mele) 
to zero. On 
twee 
difficulty 
settings, this 

emmmmmmmmmmel OM (1-1 (11 
gnashingly 
difficult. 

BST [3 (es 

Pe mee Cee led 8) 

¥ 
Ama 



with thankful ie 
of relief and unstoppable, ear-to- 

Mario Kart character). It's not that there's 
a million moves, or a sidestep, 
there's schoolgirls in miniskirts 
because it's a celebration of all 
Nintendo, drawing together ch 
that we all know and love, 
‘them in a game that's so w 

ee of hollow stylistic prete 
sparent ‘mature’ sensibilit 

to hitting all the right button 
‘addictive and laugh-out-loud fun: 
that it could only come from the 
in Kyoto. 

The fighting system — points are scored 
for knocking opponents out of the arena 
rather than knocking them out —is a 
splendid touch, and one that requires a far 
more inventive approach to fighting than 
any other beat-'em-up has so far delivered. 
You still have to batter your opponent, as 

MI T2) 7 Ne 
multiplayer experiences availak 
Mario Kart with fists... 

the more damage they take, the more 
susceptible they are to being thrown miles 
into the stratosphere, but it's the wonderful 
freedom the game gives you to do just that 
that makes it so good. Impossibly high 
triple-jumps are — paradoxically — possible, 
projectile weapons are employed, the multi- 
levelled arenas simply beg for you to think 
about this fighting game with a platformer 
in mind. And vice versa. You have to think 
about attacking from above and 

Now is that not the cutest [> 
relate CREE 

Link prepares to split Kirby in 
two and feast on his entrails. 
Oh, hang on - wrong game. 

characters run on a 

It’s got or 

from below, not 
just from being on 
the same level. 
And, best of all, it’s 
possible to have 
‘Big Trouble in 
Little China’ style 
aerial fights, 
swords and claws 

fairly similar 
operating system — 
a combination of 
A, B and moves on 
the analogue stick, 
with R to throw 
and Z to shield - 

moves gives great flexibility in linking 
attacks together. Link, for example, can 
pull out a bomb and throw it at an 
opponent, which, on its own, is great. But 
when you realise for the first time that 
you can jump, so 
opponent and 

The lack of a 3D sidestep move doesn't 
hinder the game at all. Including such a 
function would over-complicate the fast, 
furious and balletic action that is the focus 
of Smash Bros, and things get complicated 
enough in the madcap free-for-all that is 
the multiplayer game. Allowing up to four 
players to punch, kick and bomb each 
other simultaneously, it works superbly, 
although on some of the larger levels, the 

camera does scale 
out rather too far 
when players get © 
separated, meaning 
that you all appear a 
bit too small. And 
we've all settled on 
our favourite 
characters, inspiring a 
loyalty that comes 
with all the best 
Nintendo multiplayer 

games (most notably Mario 
Kart 64; our personal choice of 
racers hasn't changed since we 
first played it, two whole years 
ago). Jes is a huge Link fan, 
Tim plays with Kirby, Wil loves 
Samus, Andrea's a devout Yoshi 
fan, and Martin, somewhat 
oddly, can't be persuaded to 
play with anyone other than 
the tiber-cute Pikachu. We've 
all got our favourites, and we 

Pikachu flies into the 
oem eed 

V of hurt. Oh yes. 

Electrical malarkey, courtesy of 
everyone's favourite yellow sparkling 
cutie. Beats Mortal Kombat any day. 

wouldn't dream of playing with anyone 
else. It's great. 

And there's just so much else, so many 
little, wonderful touches, that we still smile 
with delight every time we play the game. 
There are three bonus levels throughout the 
single player game, which require you to 
use all your skill and agility to negotiate 

sitioned floating platforms. All 
‘linked closely to one of the 

: Fox's level, for example, takes 
place ‘on top of the Great Fox, in Sector Z. 
Yoshi's level is straight from Yoshi's Story, 
complete with patchwork clouds. Link 
battles atop Hyrule Castle, and Mario's 
killing floor takes place high above Peach's 
castle, which can be seen way in the 

all the more so 
things the way 

and, most of all, it's 
uproariously great; 
available. Thin 
you're part of 

hasn't, at the ti writing, 
awarded even the most tentative of PAL 
release dates. It would the most heinous of 
crimes if this cracking little game never saw 
the light of day over here. Especially seeing 
as one Shigeru Miyamoto is credited as one 
of the producers... 

JES BICKHAM 

GRUDGE MATCH 

Like any truly great 
multiplayer game, 
Smash Bros has you 
making mortal enemies 
with your friends. At 
present, Martin and Jes 
are locked in a fierce 
power struggle with 
Link and Pikachu, their 
characters of choice. 
They've both become 
intimate with all their 
moves so each time 
they play it all turns into 
a bloody struggle for 
supremacy. 

ACCESSIBILITY 

Absolutely no problem at 
all - the only Japanese 
text is in the moves list 

and character bios. 

Clean and crisp. All the 
characters look just like 
they stepped out of their 

own games. 

Nostalgic tunes, great 
effects and a crowd that 
“oohs” and “aaahs” 

with every special move. 

‘9D MASTERY 
A Nintendo game right 

the way through - 
beautifully balanced, 

wonderfully intuitive and 
a joy to play. 

Ramp up the difficulty 
and the single player 
game is surprisingly 
long-lived. But the 

cracking multiplayer is 
the icing on the cake. 

VERDICT 
An inventive, innovative 
fighting game in a class 
of its own. If you're an 

NTSC N64 owner, 
rejoice; if not, start 

campaigning for the PAL 
release now. 

N6y 

LuOdwi 
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VET ap 
Vampires 
Absolutely ace, this bit. Enter this room and a villager runs in, 
pleading for you to help him. As Schneider listens to the fresh- 

outh begging for assistance, the camera pans up and 
om our hero, passing the mirror on the way. And — 

Tension? Scares? Fangs? Castlevania 
a_ has them all in its superb story... 

Vampire Hunters 

nu 

— 
Vincent: hs 
enn cA es is 

Ae 4 ee) a 

PSE RCN CRON CeCe me carl Mace Ur 
_ N64's first horror game and, thus, plays and 
Lommel m eel mete a Ae oom | aU Cty 

elit OT ee Coe) 
superbly varied enemies, a spattering of brain-using 
flr ede MCL @-K Ce Meo ee (ect 
story running throughout. Which is good. 

In fact, Castlevania is one of only a few games on 
the N64 that have truly grasped the importance of a 
good story. Zelda, ‘eventually’, is one (and although 
boy rescues princess isn't exactly the height of 
originality, Miyamoto crafted a magnificent tale), the 
forthcoming Shadowman will certainly be another and 
Konami's other big hope for 1999, Hybrid Heaven, will 
finally reveal what exactly is going on some time in 
May. The advantage a good script gives a game is 
massive. The advantage a good script gives a game like 
Castlevania is even bigger. And, so, with some ace 
writing in tow — and fantastic cut scenes — Castlevania 
eventually proves spellbinding. And there's a lot to be 
said for that, we reckon. 

But, we say eventually for a reason. See, there are 
a number of fairly sizeable shortcomings in 
Castlevania, shortcomings that you eventually get used 

z 

Be mes (te e) 
PN im lie cate elim ta Cem TI 

level, Forest of Silence, 

you get to do battle 4 
with this whacking great 

skeleton, and whilst he’s 

not actually that difficult, 

Search The House and you'll find one of the rooms contains irk (eccm Taam cele tir 
Charlie Vincent, famed vampire slayer. And doesn't he let you as emmy Te 
know it. As soon as you open the door, he's at you — crucifix annoyingly clever 
aloft — warding off your evilness. It takes a few seconds for him Tool tol) CCGA ALAC E os 
to calm down and realise you're out to get the Prince of eRe hid og 
Darkness too. Still, he’s got a handy key you might want to get. eats Pe 

3BC drama featuring 

Harley Davidsons was, 

well, never, but what 

the heck? A bag of ‘a 

bones they maybe, but Pa 
they weave around in A 

circles and try to knock a 

you to the ground and, es 

unless you've got some Ls, 

holy water handy, you'll < 

find they'll often get the 5 

better of you Z 

Sa 

Clee end) Da 

ot pers ~ 

peed nnn) ale 
X2oe Mad ff 
ry ee 

to but which, for a 
while, threaten to spoil the 
whole game. The central 
niggle is the worst, simply 
because it involves the 
camera, the mainstay — and 
most important bit — of any 
3D adventure. Konami have 
had three 3D adventures now — Mystical 
Ninja, Hybrid Heaven and this — and 
none of them, as yet, have had good enough cameras. 
Castlevania's is probably the worst of the three. 

It's not so much that the camera isn't good enough 
perhaps, but more that it just can't cope with the 
amount of action the game wants to chuck about. This 
flaw is particularly noticeable on the first level which 
means you don't get the best introduction to the game 
— skeletons climb out of the ground and run at you 
from all angles, chopping at you before you can try 
and work the camera round to get a better look. There 
is a Zelda-style lock-on but it's pathetically ineffective, 
locking onto enemies but not actually turning the 
camera, so you're trying to dispatch opponents who 
aren't even on screen with you. Inevitably, because ret Be 
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SHOP AROUND! 

A little way into your 
adventure, you'll 
discover a contract lying 

about on the floor. Pick 
it up and this guy 
appears: Renon. He's 

one of the undead (and 

looks remarkably like 
Gary Oldman in 

Dracula), but don't 

worry; he's got “a 
history of helping great 
adventure And he 
becomes a useful shop 
for you. Every time you 
have enough money, 
just work your way 
back to the contract 

and Renon (and his tail) 

NYT Mare om Zel0) 

' aera phic 
“ee , a) 

i iced Pm Cees 

fi 
RX acres Orrrrs 

Issue 26 

Walk on the wild side 
Looking for atmos and adventure? You've come to the fight place... 

PS eo ar 
rela) : 

It’s dark - thanks to Castlevania’s much- 
mooted day/night system — and we're 
legging it through the grounds of ~~ 
Dracula‘s pointy-turreted castle. Action?” 
Enemies jump out of the dark at every 
angle - hence this floating blue ské 
head, naturally. Still, it’s... 

Anyone remember the film Young 
Sherlock Holmes? No? No one? At all? 
Oh. Well, as you run through the castle 
corridors the stainless windows suddenly 
turn into sword-swishing knights. Just as 
in the aforementioned film. They‘re not 
too tough, though. 

Cont musa 

Onwards and you're suddenly 
approached by these feisty cerebrus’. 
They’re right. Two heads are better 
than one. Schneider can burn them to 
the ground with his holy water. 
Watch out for the third wave: the 
game flicks to pitch black night. 

®%," there're so many of them 
attacking you at once, some 
escape your attentions and lay 

into you before you've even had 
a chance to get rid of the locked- 

| lama C le 
What there should have been, at 

Itt -IY Lot p Van (ret Om E-WASTE 
style realignment (where the camera 

la Pia KT ES PTAC) 
oF bs He corp otsgo | 

xT 

F Mormal view 

»+ into. the castle we go. Castlevania 
includes a useful first-person mode 

seful, simply because the default 
‘ ‘a is so shockingly poor), giving you 
@ good opportunity to squint at your 

windings. And the foyer of The 
d One's castle is pretty impressive. 

at 

Not everything from previous 
Castlevania’s has been forgotten, either. 
Hidden towards the beginning of Castle 
Dracula are more ‘traditional’ sections, 
including crumbly and moving platforms 
and dangerous time-it-right-or-die 
guillotines. Frustratingly tricky. 

And this is our hero. Reinhart Schneider, 
a direct descendant of the Belmont 
family (who appeared with stakes a- 
stabbing in the previous Castlevania 
games). He’s a tough cookie but, if you 
don’t fancy that manly approach, you 
can also play as little Carrie. 

swings round behind you once you've 
stood still for a bit). But, of course, with 
so much going on at once, even that 
would have been impossible. In truth, 
then, it’s difficult to know what could 
have saved Castlevania. Less enemies? 
C-button camera? Mmm. 

Related to the camera problem is the 
fact that the game quite often requires 

Aaaaargh! In this tasty cut scene, one of 
Drac’s undead army scuttles across the 
walls around you and then drops down. 
And, a quick super-zoom later, we're 

Work your way to the top and you're into 
a face off with this two-headed hydra. 
Make sure — for God's sake, make sure, 
man! — that you've got crucifixes handy. 

some fairly exact jumping. Pixel-perfect in 
places. And with the switch to 3D, it's 
now even harder than ever to judge 
distance and perspective. Quite often the 
camera swivels to a side-on position, 
making leapage a whole lot easier, but, 
equally, it does chip in with its fair share of 
Sila om eeu alam Lom oanti ame (lua 
behind you when you're trying to jump to 
platforms in front of you. Many an 
accidental death ensues and, because you 
just want this bit to end, you start rushing 
things and making the same mistakes over 
and over again. Oh, and control-wise the 
game is a little ‘floaty’, with both 
characters having a tendency to ‘slide’ 
away after you order them to stop. Which 
results in some infuriating ledge toppling. 

And, so, the truth is, you can't help 
but be a little disappointed by Castlevania. 
We've been waiting for it for ages, we've 
been privy to some startlingly good video 



staring at.a face full of teeth. Get ready 
to fight! (If he sucks your blood you 
turn into a vampire! Aces!) 

clips and we've played 
promising early versions of the 
Fela rage PR ol PL SL =r 
achieved the greatness we all 
hoped it would. And that's 
a bit frustrating. You just 
want it to be better than it is. 

Not least because, in places, the game 
simply oozes wonderment. The 
atmosphere it creates is incredible — like 
the best horror movie you've ever seen — 
Uae MSe(me mae lated |e UlaMr-UaLe| 
uncannily filmic, cut scenes help join the 
plot and game seamlessly. The look of the 
game - its locations, its day/night system 
and its characters — fit the bill perfectly... 
and just about every gothic monster you 
can think of turns up eventually, creating a 
brand of scary horror infinitely more 
preferable to Resident Evil's zombie-fest. 

To play, Castlevania is often thrilling, 
littered with plenty of enemies and broken 

Be ad 

Remember the 
villager? This 
IMT MEL ia 
flesh wound. 

First-person 
doesn’t save 

cy the camera. 
But it 

‘ helps. 

up with a coffin-full of 
bosses, even after fairly 
mundane platform 

| [Sf t(ola HOLM Com IK—r-Ak ee] 
to a welcome battle or 
omar tCear- INVA 

“S. there's a two- 
routed story, with two 

different characters to 
play as. So, as Schneider, you don’t 
actually get to see the whole game, but 
you do get to see locations and events 
that, as Carrie, you wouldn't. Playing as 
onl arcl(e(Tai Mee MLN oM ert Tam arcUaM ONT ea- C3 
Carrie, as the little violin-playing lovely, 
tends to take a harder path than her 
fuzzy-faced pal. Either way, at least there's 
further scope for play, which is especially 
handy when you consider that the game, 
at least on Easy, is, well, a bit easy. In fact, 
once you know your way, probably only 
two hours play. 

A battle on 
the stairs of 
| oye 
detached. 
Ooof! 

VIM iS el eee 
Um, got any lip salve?” 

Seen oa Oe 

pret se ys bal 

STONE ME! 
Anyone remember 
Ghostbusters? ‘Course 
you do. So, you'll 
remember the dog 
statues that suddenly 
ection cle 
bialaremar-l yeaa) 
Castlevania. When you 
enter the garden maze, 
MCU Mla ae- Ube 
stock still and, er, made 
out of stone. But, get 
inside and they chase 
you about, 
accompanied by their 
ten foot, chainsaw- 
wielding zombie mate. 
SEU diel mig mele lane a 
problem but the zombie 
is a real pain in the 
backside. Especially 
NY Aslam aC omeS- La cae Feed at 
that chainsaw into you. 
INET ANA 

ae 

3 sail 

CAZES 
Good. Fuzzy throughout, 

foggy in places, but 
detailed and believable. 

CHIT 
Superb music and tinkly 
sound effects aplenty. 

D n ; AS ea ear 

[ae 2m A poor camera, and 
often uncomfortable in 

3D, but there's still 
enough of the good 

stuff. 

® LIFESPAN 
Not a long quest, but 
super-hard in places. 

And there're two routes 
to take. Nicely. 

Mia is 

Lin) aN 
GAYE i. \ 

There's some buttock-clenchingly 
annoying sections in the game — the 
garden maze, in particular, will have you 
kicking your TV in — but, for the most part, 
the game is also pretty intelligent, leading 
you by the hand just enough, but 
chucking surprise after surprise in to the 
cauldron to prevent proceedings from 
sagging. Certainly, once you get used to 
its problems, Castlevania is superbly 
unpredictable, constantly churning up the 
unexpected. 

So, yep. It's not as good as we all so 
desperately wanted it to be and, come 
Shadowman (and, then, maybe even 
Resident Evil 64), the famished horror 
game field will almost certainly have a new 
King. But, for the time being, we'd pencil 
in Castlevania for its PAL release next 
month. It might have its problems but, 
ooooh, there's just something about it... 

Site N Ad 

Irritating problems 
weigh it down, but 

Castlevania still looks, 
feels and plays like the 
finest slice of horror 

; ® March 1999 
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1ST CLASS SERVICE GUARANTEE: All machines 

Eee MU eee See RNeasy 

by Nintendo / Sony for one year and we offer full 
BSN Come mu nr SR CUNARD 

Oe MOU ORs ceca aie ke cet ge 

FAST DELIVERY SERVICE 
usually within $ working days for games and accessories In stock. 
FREE BROCHURE - Please call to request one or send a stamped 

addressed envelope (any size), 

DREAMCAST 
PLEASE CALL FOR DETAILS 

5 01993 844685 
NINTENDO SERVICE Technical services, spare, 
packaging, manuals, set up tips 01708 628200 

NINTENDO HOTLINE For play hints & tips 

icin 0S 
N64 Console 
N64 & GoldenEye or Mario 64 or Lylat Wars. 
N64 & ISS 98 or FIFA 99 or F-Zero or 10802 
N64 & Turok 2 or V Rally or F1 World or Yoshi 
N64 & Zelda or South Park or Rogue Squadron 

Free Beanle worth £9.99 with every machine purchased. 

THE NINTENDO 
SPECIALISTS 

Ask about our Extended Warranties 

ULTRARACER 
Revolutionary mini hand-held 

steering wheel. Great control. £22.99 

We SwWoOp 2nd hand Nintendo games exchange fee from only £7.00 

Please call for details. All 2nd hand games guaranteed for three months 

NINTENDO 64 UK US: UK 
WEW 2nd HAND (NEW 2nd HAND WEW 2nd HAND MEW 2nd HAND 

AEST Rasa en Pe £45.99 £37.00 —.£49.99...£38.00 
on - A 

IRBOARDIN' USA. CALL nn £49.99,....839.00 
Aisva sea awe £33.00 £4.99... £35.00 = 

ALLSTAR TENNIS 99 $109 £33.00 ....£46.9...£36.00 
BALD An KODE & FREE 1MB MEMORY CAD £30.99 £31 00_ 
BATTLETANK. ed 
BEETLE ADVENTURE RACING 
BHOFREAKS ... 

BLADES OF STEEL NHL 99. 
BLASTCORPS. 

TUROK DINOSAUR 
HUNTER V¢ 
DISPLAY DIORAMA 
£17.99 
TUROK ACTION FIGURES 
JOSHUA FIRESEED £10.99 
ADON £10.99 
PRIMAGEN £10.99 
DUKE NUKEM ACTION FIGURES - CALL FOR DETAILS 
QUAKE 2 ACTION FIGURES - ~ CALL FOR DETAILS 

With built in Force pak. True analogue 
steering, accelerator and brake. 

Memory card slot. £35.99. 

GAMESTER 
STEERING WHEEL 

New Rumble effect. Programmable Foot 

Pedals. No Batteries required.£59,.99 

TOP DRIVE 
STEERING WHEEL 

With programmable stick shift and racing 
pedals. Rumble pak compatible. Works on 

N64, PSX & Satum. £45.99 

ZELDA ACTION FIGURES 
PACK OF THREE 
FIGURES 

TOP DRIVE PLUS £54.99 

LASER POINTERS 
These Lasers are Class 2. This 
classification is stated by the DTI 
as being safe. Projects a visible dot 
over 100 yds. Batteries included. £12.99 

MISCELLANEOUS 
STICKER KITS 

AVAILABLE - cs 

ENGLAND FLAG, 

ALSO AVAILABLE FOR PSX. £9.99 
GOLD & SILVER 

GAME BOOSTER 

PLAY ALL GAMEBOY GAMES ON YOUR N64 IN FULL SIZE, IN 

‘COLOUR AND WITH FULL STEREO SOUND suPPoRT £3399 

GET £2 OFF IF BOUGHT AT THE SAME TIME AS ANY GAME 

(includes ZELDA, 
LINK AND GANNON 

£14.99 per pack 
Individual larger figures. d | 

LINK & GANNON £9.99 each 
BENDABLE “LINK” KEYCHAIN 

SOFT CHARACTER TOYS 
They are sooooo cute. 
Available - Banjo with Kazooie, 
Mumbo Jumbo, Yoshi, Donkey 
Kong, Diddy Kong, Bowser, 
Wario, Mario, Luigi & Toad £9.99 

£49000 ¢ £3090 82000 £44.99... £3600 
£1299 ....£800 3 tical AL 848 9 838.00 

a fig Hs00 

cutee RNBLE AREA 
Ps CARD & FREE N64 GAME CASE... 

BUY ANY 3 TOYS AND GET DONKEY KONG FREE 
ALSO AVAILABLE TALKING CHARACTER 
COLLECTIBLES £12.99 & BABY BEANIES £6.99 

CABLES AND CARDS 
Action Replay Pro.- Hundreds of built-in cheats for all the 
best games, fully programmable memory. Memory Manager 
and smart card slot add fantastic expansion feature......£34.99 
Explorer Cheat Card- Blows new games wide open 
adds life to old games £25.99 
Pair of extension cables £11.99 
Scart Cable - Improves picture and sound quality ....£8.99 
Stereo AV Cable - 3 phono plugs with scart adapter..£8.99 
S-VHS Cable - Gives better quality than a scart 
Cable but requires SVHS compatible TV or Video ......£6.99 
Scart Converter Cable - Converts TV signal. 
to enable you to play a USA or Japanese machine ..£24.99 

Scart Lead - with stereo audio £9.99 

Official 256k Memory Card £13.99 

256kb Memory Card £6.99 

1MB Memory Card £7.99 

4MB Memory Card £14.99 

8MB Memory Card £18.99 

1SS98 Official Memory Card £14.99 

Official Expansion Pack Eivainsssenses £24.99 

Datel Expansion Pack ...... 

Ask about our Extended Warranties 

COLOURED OFFICIAL 

NINTENDO 64 CONTROLLERS 
Available in blue, green, red, black and yellow 

only £17.99 OR £16.99 FOR 2 OR MORE 

SHARPPAD PRO 64 
Enhanced controller with Auto-Fire and slow motion functions 

only £17.99 

SHARKPAD PRO 64? 
Enhanced controller with Auto-Fire and slow motion functions 

only £22.99 
saneaten aia ems a 

Black, Blue, 8 way digital direction 
Yam to 9pm Monday, 9am to 8pm Tuesday-Friday, FAX ORDERS ON a control, memory card port 

10am to 6.30pm Saturday, 10.30am to 4pm Sunday & Bank Holiday 01993 840750 iq only £12.99 
Exchange policy on new goods - if you are unhappy with your goods for any reason, simply return them in perfect condition within 3 days SUPER PAD 64 only £14.99 
of receipt by recorded delivery and subject to a fee (10%, minimum £5), we will swap it for another item. We reserve the right to refuse only a 
exchange if the item is not received back in PERFECT condition. SUPER PAD 64 PLUS 

Auto-Fire and slow ae 17-99 and memory slot 
bai a ae only £ 

Rumble Paks 
OFFICIAL RUMBLE PAK 
ee ecnereate emia“. | SHOCKWAVE 
hits, speed boosts and other sims. | Unique SHOCK SENSOR adds 

1 force feed-back to ALL GAMES 
only £14.99 1 Built in 1MB Memory Card. 

RUMBLE PAX e729. | only £22.99 
EUMCEE PRK (No batteries required!) 

: INTERACTOR 
- FEEL THE FORCE 
This back pack enables you to 
experience the blows, kicks and explosions. 

N64 & PSX Compatible £24.99 

RUMBUE PAKS WITH BUILT IN MEMORY CARDS 
Including 256K memory card 
Including 1mb memory card .. 
Including imb memory card 
(no batteries fegireay 

including imb mE nry card 
(glows in the dark) ......... piers sacs Available in 

NAMES scsnisnncnacinunianiniandeatnamaudaaaenia ADDRESS: 

MAKO PAD. 
High precision control. Has ne ef. slow motion and memory slot. 

onl ye 

MANTARAY CONTROLLER 
TOTAL pean superior controllers. La TuRlo: 

vailable in Clear Blue, Clear Red, Black & G CASH [_] CHEQUE (Immediate cheque clearance)[_] POSTALORDER[_] carD[_] Heeee Than nee 
EXPIRY CARD numeer II ILO ooo exPIRY IIL] issue Oo £14.99 

PLEASE KEEP COUNTERFOILS IF SENDING POSTAL ORDERS. ONLY SEND CASH IN A RECORDED/REGISTERED ENVELOPE. TRIDENT PAD Available 

CHEQUES PAYABLE TO: EXCITEMENT DIRECT, 1ST FLOOR, STREATFIELD HOUSE, ALVESCOT ROAD, CARTERTON, OXON, OX18 3XZ only £13.99 a ie ane 

Grey pape aryscusyiereanie TRIDENT PRO PAD 
Auto-Fire, slow motion, memory slot. Rumble pak compatible. only £15.99 

CARDHOLDER'S SIGNATURE: ........-ssssesssssesssseesssesssseeesssesessesesseees —___ 
NEXT DAY DELIVERY available. £5.00 for 1st item plus £1.0¢ 
subsequent item. Overseas postage £3.50 per software item 

Inevitably some items may not yet be available. Please phone to check availability. 
Prices correct at time of going to press. E & OE Ref: N64 

E, PLEASE THERE fo) See Sasi ReCU sisi ay iiss 



Polygonal, but a bit 
fuzzy. And, well, it's 

cards and slot machines. 

@ SOUNDS | 
Sampled speech — which 
is, frankly, dump - and 

cheesy music. 

Er, hardly. It’s gambling 
so it's not exactly taking 

the N64 to the max. 

If you're into your 
gambling, this'll last 
yonks. If not, this is a 
real leper of a game. 

VERDICT 
Well, it’s okay, but it’s 

all a bit niche. And 
you'd have to import it. 
Which makes it a waste 

of time in our book. 

GOLDEN 
NUGGET 
A game of 
(snigger) 
craps, 
anyone? 

olden Nugget... well, you 
know, it's fairly good as 
gambling sims go but, er, it's a 
gambling sim so it's as dull as 

dishwater. Not even the coin-operated 
machines can help out. 

Oh, there's enough variety in games 
— poker, blackjack, baccarat, some old tat 
called Texan Hold ‘em, five card draw, 
seven card stud, big six, roulette, video 

Golden Nugget 
WESTWOOD/EA 

= 
— 

AS 

slot machines — but, frankly, unless you've 
got a degree in maths and/or an intimate 
knowledge of casino games, the only 
sections of Golden Nugget that are going 
to make any sense are the slot machines 
(which swallow up your money, tell you 
how many credits you have, and then just 
stop working) and blackjack which — for 
us cultured Britons — is pontoon (that 
game you and your Dad used to play 

poker (a bit like baccarat but played on a 
slot machine with a mini video wall on it), 
craps (snigger) and the aforementioned 52° during summer holidays in the caravan). 

It's all done fairly competently, with 
polygons preferred to the stinky old 

“a rh. |. Real 

= Je 
The one dollar machine takes 
dollars. But it doesn’t necessarily 

Cea) 

give you credits. Dump! 

sprites Gametek used to like, an intro 
slideshow which takes you on a tour of 
the Golden Nugget itself (a hotel in Las 
Vegas, cultured old Wil tells us), sampled 
speech aplenty and CPU opponents 
called Mertle. But, at the end of the day, 
it's gambling. Which, sadly, means it's 
dull. Next! 

FOA COLLEGE 
HOOPS 
It's amateur basketball! 
(Sound of noose being 
applied.) 

asketball, we'll admit, isn't our 
favourite sport here at N64 
Magazine. In recent months, 

though, we'd have to concede 
that games like NBA Courtside and NBA 
Jam have gone some way to convincing 
us that it’s really not all that bad. Then, 
whoops, Fox College Hoops lands in 
the office. 

You may well wonder what possessed 
developers Z-Axis to go for college players 
— i.e. non-professionals — but, then, that's 
not even the worst bit of this atrociously 
inept sports game. Of course, the fact that 
Fox College Hoop's teams are entirely 
manned by the American equivalent of 
Vauxhall Conference players doesn't help 
but, then, neither does any of this: play is 
hideously slow (to the point of seeming as 

— 

iS 

though players are running around on a 
court covered in glue); passing is 
shockingly inaccurate, regardless of where 
you direct the analogue stick; it's 
impossible to predict where the ball is 
going to fall because it's an orange beach 
ball; there're only two play modes; visually, 
it absolutely reeks... frankly, we could go 
on and on. 

All of which leaves you wishing you 
could be doing just about anything 
other than playing this pile of complete 
and utter dross. Falling down a flight of 
stairs, cracking your head open on an 
icy pavement, vomiting copiously into 
your lap, anything. Frankly, Fox College 
Hoops is the worst basketball game in 
the world. 

Fox College Hoops 
FOX INTERACTIVE 

OMNES 
Competent. But, it’s like 
NBA Courtside, or even 
NBA Hangtime, never 

existed. 

‘> sOUNDs 
Nope. Oh, no, sorry, 
there're a few grunts. 

Whiffy, we'd say. 

D>) MASTERY 
Oooooh, no. We're 

talking My First College 
Project, here. 

“If we hide [> 
they might 

not notice.” Oty 
No options, no 

gameplay, no hope. A 
real steamer. 

VERDICT 
Fox College Hoops is 
awful. Steer clear or, 

alternatively, run it over. 

Shooting. A bit of a lottery in Schmox 
Schmollege Schmoops. 

Oe 
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*»5 There was a Future Look at Goemon 2 E 

PREVIOUSLY IN N 4, a couple of issues back, in N64/24. 1 iow Sa! SE! 7 

ome. | 

1 A Fire. Not a blue 
) ice ME 

© 
l i. e. -@ i best friend. 

A Ue MeO 
2 41 nice 3D 

IMPORT 

backgrounds but ay A z ‘ ' ‘ aes eee 

A blue é 
rinse, Sir? @~ 

Ganbare Goemon 2 

el 
Py 

we N 
Rg Wael Talk to the [> © saeenecatant 

hovers ominously animals. If Tnh. DA! 

er SoTL Pca ae St fa a 
background. io z : 

oriental lady 100 coins, 
e gives you a quick 

pf a — frankly unexpected — 
pet! of stubble. Or maybe it's the point 

where an old man sends you on a quest to 
destroy what seems like a series of 
particularly aggressive animated bagpipes. 
Goemon 2 is, to all intents and purposes, 
downright odd. 

After last year's 3D RPG-style outing, 
Goemon has returned to a 2D platforming 
guise that bears much more of a 
resemblance to his SNES incarnations. But 
those of you hoping that this will mean a 
major emphasis on gameplay had better 
avert your eyes now. With this sequel, 
Konami have trodden dangerously near to 
the kind of repetitive 2D platforming that 
was commonplace before Super Mario 64 
finished all that off once and for all. 

It's a shame, because the controls and 
overall ‘feel’ of each level have obviously 
had a lot of time spent on them. Although 
your path is fixed, it turns and meanders in 
proper 3D, allowing you to see your future 
destination way off in the distance. Later 
levels greatly improve on the tedious early 

EMAL [DC LoL ox dy A spot of pixel-perfect /\ 
is terribly impressive. jumping action, here. | 

ra Chat to the locals in one Jump, Ebisumaru, jump! a 
of the town sections. It’s a long way down. 
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Each level consists of a number of stages, 
each being a fairly straightforward and 
slightly tedious left-to-right platforming 
affair. There’s occasionally a mid-level 
boss, such as the big fire-breathing 
skeleton on Level 1, but you'll glways find 
a rotating chipmunk at the end, who 
explodes when punched and donates a 
small scroll to your cause. These are the 

So much to understand, so little to do... 

Goemon equivalent of Mario 64's stars, 
and you need five to open the door to the 
level’s final boss stage. 

But! As there are only three stages to 
each level, there’ré two ‘missing’ scrolls. 
This is where the ‘RPG’ stage comes in; 
somewhere in the small town level are a 
couple of characters who'll give you a 
challenge, based on two of the three 

stages you've already completed — such as 
the bloke who challenges Ebisumaru to a 
race, and cheats like a monkey. 

It’s all complicated a little more by 
another useful villager, who, when paid, 
will give you a power-up which enables 
them to get through some obstacle or 
other that blocks the way to one of the 
three levels. Is your brain hurting yet? 

ones, coming laden with alternate paths, 
animated obstacles and neat visual 
touches, and the four different characters, 

who each own a unique set of essential, 
upgradeable skills, add to the polished feel. 

There's even been some attempt to 
preserve the RPG nature of the prequel 
with the town levels. But, apart from the 
opportunity to buy some health-giving 
items, these seem little more than heavily 
dressed-up doors to the next level, and 
highlight Goemon's glaring problem — 
running left and right for long periods of 
time, with the occasional foray in and out 
of the screen, is guaranteed to leave you 
snoring. There's very little to do except 
run, occasionally jump, shoot a motley and 
repetitive set of wandering enemies, and 

swear when you fall down a hole. 
In addition, Goemon has been saddled 

with some bizarre additions that just don't 
work. The need to repeat levels in order to 
advance to later ones is tedious rather than 
interesting, and the day-to-night feature 
infuriatingly replaces the usual enemies 
with ones three times as tough for no 
apparent reason. Even the Goemon Impact 
sections and simultaneous two-player 
mode can't compensate for the lack of 
originality and action on offer. 

The English translation, when it arrives, 
could save Goemon 2 - we got 
irretrievably stuck when it came to the 
half-naked guy swinging on the circus 
trapeze. But, however confusing the 
language barrier is, it's Goemon's 
repetitiveness and lack of ‘spark’ that's 
been the cause of our biggest sighs. You'd 
best save your prayers for Goemon 3. 

MARK GREEN 

Ka >< 
P AIS 

ACCESSIBILITY 

It's all a little baffling. 
Things should become 

clearer with the 
translation. Maybe. 

Showing how big robot 
punch-ups should be done. UN 

7 SOUNDS 

6 MASTERY 
Here we go again, then. You're barely given a chance to 
catch your breath after defeating the first end-of-level 
boss before you're plunged into Goemon’s trademark 
first-person 3D ‘big robot attack’, Goemon Impact. 

Initially, it’s a bit confusing. Your opponent swans 
about in front of you, while you flail with simple 
punches and bullets and die time after time. Before 
long, though, you'll discover the list 
of combo moves on the Start menu, 
and learn how to turn on your 

‘shield’ (A+B causes Impact to raise his arm in protection) and 
administer a hilarious punchbag-style multi-fist drubbing. 

As you wear down the bad guy’s energy, he'll start really 
pulling out all the stops, launching massive waves of 
energy and, bizarrely, streams of pink hearts at you 
- which you can punch the daylights out of to top 
up your gun. Luckily, despite his viciousness, your 
robot enemy is always happy to wander right up 
close ready for a big punch in the gob. Lovely. 

Oh, and because Impact has found a 
girlfriend for Goemon 2, you get to watch 
her on the battlefield, helping to destroy 
your nemesis. And you can change her 
gender by firing pipe bombs at her. 
Hmmm. 

7 LIFESPAN 
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BOARD SKIING? 
Nice idea — include 
skiing (an under- 
represented video game 
event), and 
snowboarding in the 
same game. Bad idea — 

identical. 
With the exception 

of the largely useless 
‘Spin’ move for the 
snowboarder, we found 
almost no difference in 
the way that either of 
Snow Speeder's main 
events actually 
functioned. They look 
different, they have 
different cool quotients, 
that's about it. It's just 
such a waste. 

Snow Speeder 
IMAGINEER 

ca 
ral 

Fine. Smooth, fast 
(eventually) and 

colourful. Not in 1080°'s 
league, though. 

Some speech, tinny 
music — you know, just 

‘Okay’. 

MASTERY (J) 
Better than the 
PlayStation’s 

snowboarding games, 
but not as good as 

1080° or Snowboard 
Kids. 

MT at1 NO.) 
Over quicker than most 
racers, but the courses 

are good enough to keep 
it alive for time trials for 

an average length of 
time. 

Imagineer bake a good 
cake — they just can’t 
seem to ice it. Likably 
underwhelming, if that 

makes sense. 

86 INOW... 

PREVIOUSLY IN N6, 

make the control of both 

We first saw Snow Speeder at 1997's 
A, Space World Show. Issue 11 had the details. 

SNOW SP 
1080° cloned? Imagineer reprise their role as 
the nearly men 

oor old Imagineer. They've 
supported the N64 from day one 
and — with the possible 
exception of Fighters Destiny - 

they've yet to have a big hit. Holy Magic 
Century, Multi Racing Championship, J- 
League Dynamite Soccer, King of Pro 
Baseball, Sim City 2000 and Kiratto 
Kaiketsu have all passed by with 
respectable scores, but they've rarely been 

inspired and are all 
only of slightly 
above average 
competency. And 
guess what! Snow 
Speeder is exactly 
the same. 

There's the 
brilliant 7080°, and 

there's the plodding 
Twisted Edge, and then, somewhere in the 
middle — the place where you can't 
actually say a game's not worth playing, 
but the sort of place you wouldn't walk 
out of your way to find — right in that spot 
of uninspiring averageness, nestles Snow 
Speeder. It's a home it shares with just 
about everything else Imagineer have ever 
produced. Just like Holy Magic Century, 
the graphics are pretty good. Just like 
Multi Racing Championship, the handling 
and feel of the racing isn't bad. Just like 
King of Pro Baseball, the multiplayer game 
is reasonably diverting. Unfortunately, just 
like all those games, Snow Speeder is 
skewered with the spear of anonymity. 
Five minutes after you walk away you'll be 
struggling to remember you've played it. 

All of which sounds unfairly harsh, 
because Snow Speeder is likable enough in 

OTA L TANNED 
VBI" B08 7 —_ ny i i 

True, there are jumps and stunts to be 
had, they’re just not as good as 1080°'s. 

Lovely sunset. The graphics are competent 
if a little ‘first generation’. 

of the N64. 

The map shows you all the 
shortcuts. 
12 seconds to go but you're 

almost there. 

its own way. There are four long courses 
with a couple of alternative routes for 
each, and you can opt to race as a skier or 
a snowboarder on all of them. Each course 
has three medals to earn — a free run 

BO KKra/f 
fa 

course, and that's about it - it really 
doesn't get any more difficult. There's a 
bizarre little wobble gauge at the bottom 
of the screen which is ‘fun’ — it builds up 
arbitrarily, reaches red and then causes 

You'll soon forget you ever 
played it - Snow Speeder is 

skewered with the spear of anonymity. 
straight down the hill, along with a slalom 
and a giant slalom. Mental arithmetic 
permitting, this makes a total of 24 medals 
to earn and, on the face of it, the same 
sort of challenge as 7080°. However, the 
fact that it took us barely four hours to 
complete Snow Speeder is a warning to 
anyone who wants a lasting challenge. 

The main problem with the game is 
that it simply doesn't have enough design 
subtlety to give it any depth. Cornering is 
a mixture of the analogue stick and A to 
dig your edges in. Master it on the first 

cate Te te 

SELECT STAGE 
Pre tel otal 

ay 

TN ek LA Le 

ee 
aod ae ie : 

your skier/boarder to trip over. The cure is 
to quickly rub off some speed with A 
and the analogue. The justification is 
anyone's guess. 

This tripping-over quirk is particularly 
frustrating given that there seems to be 
absolutely no way to build up lost speed, 
other than to wait for gravity to do its 
stuff. Combine this with three oh-so-dumb 
CPU opponents — the kind who love 
nothing more than the chance to ski 
blindly into the back of you — and you've 
got the recipe for language your mother 

’ + “43 
x i fj i> 

, : 
Iyypearerente See de I? sun « : 

Tek mel ele [10 eo 
the 1080° typography. 
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TETRIS 
It's the first game 
with ‘bio feedback’, 
you know. 

e saw this back at 
Space World in 
November 1997 - 
complete with Bio 

Pak. We reckon it was shelved 
until The Legend of Zelda re- 
ignited Japanese interest in the 
N64. Unfortunately, you see, Bio 
Tetris is not the kind of game to a ae , : ma (aed 
ignite any interest of its own. 2 s 

The game's most remarkable A “Eh?!? What the hell?” Giga 
feature is its compatibility with Tetris works its charms 
the Bio Pak — a new controller Another stupid shape arrives. V 
pak with a wire leading out of it a= = 
to an ear clip. The clip's tiny sensors pick up oa 
a pulse reading from your ear and feed it 
into the game. If you're one of the five 
percent of the World's population born 
without earlobes, it's a thrill you'll have to 

oon 
US| St Steeda dg 

SUNN. deal 

Skiing across the glacier provides some : 
fabulous icy sound effects. I i 2 ACCELERATION 

“BOARDER PROFESSIONAL» 
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won't have in the house, and that quiet 

members of N64 have to suffer daily. d elle miss out on. If you're big on personal dignity 
But even in the face of these on. DAMAGE the same applies. 

frustrations, the only real bar to BSA ES iran Only one of the 
completing Snow Speeder in under 30 DN ee eM Cg | three games included SETA 
minutes is that - in a Penny Racers-style you've built up their skills. actually uses the Bio re | By 
turn of events - until you've raced and : Pak's read out. Bio . 
failed the required number of times, your forgettably funny (and easily avoided). An | Tetris increases the Sie br 
boarder/skier simply isn't fast enough to average one's teeth-grindingly frustrating. game's difficulty in line 
win. You see, after some races— randomly “For God's sake, Imagineer, you nearly with your pulse by 
as far as we could make out — your had something here — how the hell did throwing ridiculous 
boarder/skier gets a ‘Speed’, ‘Cornering’ you manage to arse it up at the last non-Tetris shapes at you, and then 
or ‘Cool’ upgrade, essentially increasing moment? Again!" Gah, it makes you want | periodically whacking up the speed to insane 
the ease of your next attempt at a medal. to spit. levels. Normal Tetris is, well, normal, and . 
To get to the end of the game, it's really Snow Speeder. Better than Twisted Giga Tetris uses enormous super-blocks to Rudimentary. 
just a case of going through the motions. Edge. Not as good as Snowboard Kids. A completely destroy one of the finest game 

But, damn it all, once you've pale imitation of 7080°. Imagineer, chalk concepts ever conceived. Why do games > SOUNDS 
upgraded your racer, the game moves up yet another 70-percenter. publishers still think that they can make 
along at a pleasant lick, time-trialling gets JAMES ASHTON | Tetris better than it is already? Music from hell. 

And that's it. The Bio Pak is sold 
separately, maybe implying that Nintendo 

might have other uses 
for it somewhere 

to be a reasonably attractive pastime and 
the two-player game is ‘okay’ if you're 
both equally as competent at the game. 
No, if all this review's grumpiness sounds 

C Vata 
The Game Boy Color 

at odds with the score at the bottom of along the line. The version is better. And 
the page, it's down to the simple fact that concept itself is great, more portable. 
average games are actually worse than Tetris 64 just doesn't 
stinkers. No sense? Well, a bad game's just live up to it. 

JAMES ASHTON 
at (qe TL Ie) ] 3 

TOTALTIME a i 5 y : " ; i f The proper Tetris game 
2' PE" BOS | cop § i 3 a : LAE LAee lasts forever. The other 

two are instantly 
cl} ae forgettable. 

SCORE 
faye VERDICT ~ Laat aG & 
’ The Bio feedback could 

have saved it — it doesn’t 
seem to have much 

effect, though. Stick with 
the Game Boy version. 

Pr NH A 

That heart flashes in time with your 
pulse. Which is useful. 

Waa oe aN) 6 LIFESPAN 
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IMPORT 

8 A 
ACCESSIBILITY 

Plenty of Japanese text, 
but you could probably 

muddle your way 
through eventually. 

Clean and colourful, but 
altogether rather bland. 

Cheesy plinky-plonk 
music and excitable 
Japanese yells of 

“Dooooraaeemoon!” 

A competent but 
uninspired 3D engine. 

Simple stuff and the 
preserve of the younger 

player. In Japan. 

This was rather more 
impressive a couple of 
years ago. Nowadays it 

just seems terribly 
primitive. 

88 NOM... 

Melee 36/1), 
illite Meee 

©) Strange origami [> 
"shapes. Spook! 

pee mem me eye Oe 
ae mel 

Ue eee 

nd so — hurrah! - everybody's 
favourite blue atomic cat 
returns for a second N64 
adventure. And we'd 

understand if you're currently scratching 
your head, looking a bit confused, and 
muttering “who he?” 

Way, way back in issue 2, when he 
was but a fresh-faced young pup 
untouched by the hand of profanity, Tim 
reviewed the original Doraemon. Giving it 
a middling 60%, and summing it up as an 
inoffensive little Mario 64 clone, it was 
promptly never heard from again as it 
never gained a PAL release. And why? 
Well, it helps if you're Japanese. The 
Doraemon phenomenon cannot be 
overestimated in the East - Doraemon's 
been in comics, cartoons, TV shows and all 
manner of other mediums since the 
1960's. So, as a terrifyingly famous icon of 
Japanese pop culture, you can imagine 
that a Doraemon videogame would cause 
quite a stir in the land of the rising sun - 
and mean absolutely nothing over here. 

Which, we imagine, is precisely the 
fate awaiting Doraemon 2, which appears 
to be exactly the same as its predecessor, 
were it not for a different story. It's 
definitely one 

for the Once you've found all 
younger N64 the characters you can 
fan, with its AVA es EACLE 
gentle, : 
undemanding 
gameplay and 
emphasis on 
strolling 
around, 
collecting 
various objects 
and finding 
your lost 
friends and 

iyo ese A Oe 

the elusive Doraemon himself. It's fairly 
pedestrian fare, but presented nicely 
enough. If it wasn't for the volume of 
Japanese text - which contains plenty of 
clues and thus presented problems in 
getting through the game - the simple 
puzzles and linear route would be hard 
pressed to keep the attention of even the 
most incompetent of gamesplayers, 
throughout the rainiest of afternoons. 

That said, though, developers Epoch 
have, once again, produced quite a 
charming, and surprisingly large, 3D world, 
with expansive, bargain basement Zelda- 
style fields to potter around. The problem 
is that, if you're going to make a nice large 
virtual environment, you should really fill it 
with interesting things to do. As it is, you 
spend most of your time wandering 
aimlessly, with nothing to do, until, quite 
by accident, you bump into a half-hearted 

This is one of Doraemon’s friends. The ugly Pa 
little freak. Somebody punch him, now. 

V PLenty of text, there. And it’s all Japanese. 
a ve " sei a, he 

04s 

EPOCH 
e ea 

DORAEMON 2 
Doraemon's back! And nobody's really bothered... 

line of blue crystals which vaguely shows 
you the way to go. And then you walk 
around for a bit more. And, although you 
can rotate the camera, and move to a 
limited first-person view, the default view 
never quite lets you see enough of your 
surroundings, meaning that it's 
frustratingly hard to know where to go, 
relying on objects you've already passed as 
landmarks. Which is less than great. 

But — let's face it — you'll never play it, 
Doraemon 2 is little more than a mildly 
diverting Mario clone that dumbs down 
everything it's stolen to the most 
basic requirements. Do yourself a favour 
and go and play Zelda again. 

JES BICKHAM 

‘ 

a, 

“Welcome to Fish City. 
Home of exceedingly 

AV large fish.” 



PREVIOUSLY IN N6, 

Magical Tetris 
fer eey i") 

Tetris with a 
Disney and Capcom 
twist, but is it 
really worth £40? 

s confirmed in last month's 
N64 Magazine, Capcom are 
definitely making a Resident 
Evil game for the N64. With 

that happy thought in mind, it's easier to 
stomach the fact that two-and-a-half 
years after the N64's launch, this Tetris 
clone is the first 64-bit game from the 
mighty Japanese games company. 

Capcom, you'll remember, were 
responsible for some of the SNES's greatest 
hits, with Street Fighter in particular 
leading the way. The reason for their 
delayed entry into the N64 market is a 
mixture of big company politics and the 
fact that Capcom's PlayStation games have 
made them so much money, they just 
haven't deemed it worthwhile to invest in 
the N64's expensive and difficult 
development systems. Look at it like this, 
and Magical Tetris does begin to look like 

a more logical first 64-bit 
game for the company 

— it can't have taken 
more 

We previewed Magical Tetris in 
Eta lo 

MAGICAL 

ge l 
i a ed 

Yel UM ele) wale 
to you? Still it’s 
better than Tetris 
64 (see page 87). 

No wonder Goofy’s 
V smiling. Thaaat’s Tetris! 

Yep, a ‘Pentris’. The consequences of non-Tetris shapes is 
far-reaching, if not entirely pleasing. 

than a couple of months to make and it's 
an ideal way for Capcom to dip its toe in 
the N64 market. 

Magical Tetris is a variant on 
traditional Tetris with a slightly animated 
story thrown in on top - we'd fill you in 
with the plot, but the Japanese version 
gave no English language clues. The two 
major game options are ‘Magical’ and 
‘Up-Down Tetris’. The first of these starts 
off as a fairly ordinary battle game where 
blocks you remove on your side of the 
screen get dumped on your opponent's, 
Bust-a-Move and Puyo Puyo style. The 
twist, however, is that the added blocks 
arrive in some very non-standard shapes 
even, towards the end of the game and 
during its harder levels, blocks 25 cubes 
big. Up-Down Tetris opts to add its attack 
blocks at the bottom of the screen, filling it 
side to side, except for a handy — and 
easily Tetris-able slot. 

Tetris devotees probably won't be 
impressed with anyone 
meddling with 

Alex Pajitnov's original formula, but if - 
unlike Martin - you're not too worried by 
such sacrilege, you'll find that Magical 
Tetris is, at times, compulsive. However, on 
the ‘Normal’ difficulty setting, the one- 
player games are over after only five levels 
and a couple of hours play. It's not the 
same sort of ‘over’ as an RPG, where 
there's very little incentive to play again - 
you'd always want to come back to 
Magical Tetris for a couple of hours play 
every now and then — but it wouldn't have 
killed Capcom to have included as much 
single-player content as Taito squeezed 
into Bust-a-Move 3. 

The two-player game also pales in 
comparison with other puzzle greats, 
comparing particularly badly with any of 
the Bust-a-Moves. It's not ever totally clear 
how the blocks you clear from your side, 
actually get added to your opponent's 
and, rather than a tense back-and-forth 
battle, two player games just end up as a 
grinding war of attrition. Which isn't that 
much fun, really. 

So £40 worth of puzzle game? Not 
really. Magical Tetris might be worth a 
quick rent if you're feeling curious, but 
there are certainly far more exciting puzzle 
games out there, with Wetrix and Bust-a- 
Move leading the pack. Role on Resident 
Evil 64, then. 

JAMES ASHTON 

WIN SCREEN WIPER 
At the bottom of your 
screen, you'll notice a 
small gauge which you 
can gradually fill by 
making lines and losing 
blocks. When it gets to 
the top, a magic hand 
appears on screen and 
wipes off all your blocks 
above a certain level. 
This can save the day if 
it happens at the right 
time, but it'd be better if 
you could call it into 
action when you 
wanted, rather than just 
have it happen 
automatically. It's just 
another example of 
Magical Tetris almost 
doing something well, 
but not quite following it 

ACCESSIBILITY 
Most of the major 

options are in English, so 
no real trouble there. 

You'll never get the story, 

Basic at best. Not even 
the wildest Disney fan 

will find the cartoon cut 
scenes exciting. 

A Game Boy Color game 
if the truth be told. 

Likeable enough to 
return to every now and 
then, but not compelling 

enough to justify its 
price. 

VERDICT 
An amiable puzzle 

game. But would you 
like it enough to buy it? 
Almost certainly not. 

LiQdwi 
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GET A 
LOVE 
PANDA LOVE UNIT 

IMPORT 

“Okay, calm down. I won't go 
out tonight. Miserable old cow”. 

The 3D town map. Select a 
building and go inside to chat up. 

Get A Love: Panda Love Unit 

HUDSON 

© Baa 
ACCESSIBILITY 

Impossible. Even if you 
know Japanese. Maybe. 

VISUALS 6 
Pleasant enough 2D 
portraits. And a 3D 

town map. 

SOUNDS 4) 
There's some music. 

a oh 

Anyone want to join 
the Panda Love Unit? 

e're willing to give anything a go: 
rubbish American beat-'em-ups, 
Japanese fishing games, Jes's sense 
of ‘humour’, but with Get a Love, 

unfortunately we have to draw a sizeable line. 
Quite simply, Hudson's panda-free Panda Love 
Unit is completely impenetrable. 

MASTERY > Oh, sure, there's things we can do, like 
: hanging around outside Japanese schools without 

Well, it's got a lot fear of attracting unwanted police attention, or 
gf text. turning up at a record shop and starting a fight 

with a bloke in a yellow suit and matching 
at 3) Zt 2 headband, but, apart from that, we get a bit stuck 

around the point where you're trying to chat up a 
saucy Japanese bird and, suddenly, a family of four 
turn up and start talking to you. Of course, things 
might have been simpler if we could read the 
reams of accompanying text but, as it is, we just 
had to resign ourselves to the fact that the doe- 
eyed lovely couldn't ever be ours. In fact, nothing 
in Get a Love could ever be ours, least of all the 
record shop assistant or chirpy school girl. 

So, yes, we'd love to have given the N64’s first 
love sim a good going over but, in much the same 
way as we were with Legend of the River King, we 
have to admit we're stumped. But, at least we can 
stare at the pictures. Especially that young 
businesswoman. Yum. 

Couldn't say for sure. 
Actually, couldn't say 

at all. 

VERDICT 
Women you could take 
home to meet your 

parents, lots of Japanese 
but, strangely, no 

pandas. 

bt TIM WEAVER 
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This where you select 
Delmer ee ee 

A A fish! And isn't he lovely? One thing's for 
sure, we won't be going hungry tonight... 

RIVER 
You're the River King. 
So - hey! - let's 
fish! (Yawn.) 

e're not proud of 
this. Rather 
embarrassingly, we're 
going to have to admit 

that, again, Legend of the River 
King has us — for the most part - 
completely bamboozled. You see, the 
chances of an English-speaking 
journalist indigenous to this fair isle 
understanding what is, essentially, a 
Japanese text-heavy fishing RPG, are 
incredibly slim. And we just didn't 
have the time to learn Japanese. 
Which isn't an excuse, because we 
really didn't. Really. 

this; your 
sister is ill with some 
fiendish malady, and the only thing 
that can save her is a huge and 
mythical fish. Which requires you to 
go out fishing, naturally, in order to 
obtain it. The catch is that you'll need 
the assistance of other characters that 
are dotted around, and the only way 
to enlist their help is by - you guessed 
it - catching certain fish for them. 

It’s not a patch on the 
fishing sub game in 

Zelda, so best stick to finding that 
legendary 30-pound Hylian Loach. 

And you read that correctly. It's 
not just a fishing game, as we 
originally thought, but a fishing RPG. 
A fishing RPG. It's quite, quite mad — 
but not altogether unenjoyable. From 
what we can figure out, the reason 
for this most unique of concepts is 

It's an admirable attempt to 
provide a little depth over which the 
fishing can hang, but the isometric, 

SNES-era graphics and the arthritic 
scrolling are hardly inspiring, much 
less something that you'd believe 
should appear on the N64. But that's 
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eae cute? 
charming, 
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Choose your bait! The 
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Legend of the River King 
NATSUME Ka >< E44 

ACCESSIBILITY 

Oooooh no. Reams of 
Japanese text and plenty 

of options - it'll soon 
defeat you. 

6 VISUALS 
y Terrible SNES-style 

Me AN Ad tesee maps, but scrumptious 
polygonal fish. 

5) SOUNDS 
Tinkly tunes. Whirring 
fishing lines. Splashing 

fish. Hurrah. 

@ MASTERY 
Those fish are lovely. 
But otherwise, um, not 
really any to speak of. 

5) LiFESPAN 
Could be loads to it, but 
we doubt it - unless 

you're seriously 
bilingual, you'll never 

get that far. 

You've just snagged 
this beauty. Yipper! 

oy Ta a1) 
bird o' death. Or 

something. 

You can visit the 
shops and talk to 
tole] 

ONIN UIA JHLIO GNI93971 / LINN JAOT VANVd 
because — aha! — they've saved the best and seagulls, all of which are only too 
visuals for the actual fishing. Cast your happy to steal your aquatic plunder. 
line, get a bite and all of a sudden you're Presumably in an attempt to dispose of 
underwater, watching beautifully 3D them (we really couldn't understand this 
trout/bass/gudgeon/whatever swimming bit), you can enter a mini game that 
around as you wrestle furiously with your involves you trying to tempt the to fish. Ultimately, though — and this is the VE R D | CT 
rod and try to land them. It looks lovely, rodent/reptile/feathery beast towards you telling thing — it's not a patch on the 
but it's more cosmetic than functional, as with what looks like a peanut. It's all very fishing sub-game in Zelda. And, if you've A mildly intriguing and 
all you have to do in these sections is try curious, and not a little baffling. got your head screwed on, you should quirky fishing game. But 
to reel the fish in. Indeed, the main fishing Which pretty much sums up the game __ have your very own gleaming copy of not one you'll want to 
interest is in deciding which worm to use, as a whole. Mind you, it's almost Zelda by now, thereby making Legend of play for very long. 
or which bait to try out, as you can pick impossible to get a decent way into it if the River King a poor advert for your 
and choose from an inventory-style menu you're not even slightly conversant in hard-earned money. So, um, best stick to 
filled with angling options. Also, there are Japanese, such is the option-heavy nature finding that legendary 30-pound Hylian 
various other animals dotted around your of the text — but we did have a fair Loach, eh? 
little oriental island, such as rats, snakes amount of fun once we'd discovered how JES BICKHAM 
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Your one-stop shop for: PlayStation, 
Nintendo 64, PC, Game Boy, Coin-ops, 
Dreamcast and a whole lot more... 

anhaenenai inane site a en 

PUBLISHING 

Also in issue 4 
of Arcade... 

se ele Enea 
Time: Just what 
makes it “the greatest 

@ Which footy a —_ a ne yar ely C14) ea videogame of all time”? 

videogame is top Premiership pros and Kevin Keegan: Maradona! @ Censored! The videogames 

of the league? eam colt lt(e)ae The thoughts of How to beat your they wouldn't let you see. 
We put the best football’s most mates every time! (We've got pictures). 

games through exciting player - e : 
rae Reese @ Reviewed: Metal Gear Solid, 

Sid Meier’s Alpha Centauri, Sim City 3000, 
Star Wars: Rogue Squadron, Mario Party, 
Micro Machines 64 Turbo, Premier 
Manager ’99, Street Fighter Zero 3 

™ Management sims: football games for the thinking man. li The making of FIFA ‘99. and many more... 
@ The new season: a look at the latest crop of games for this year and beyond. 



> TOTAL GAME SERVICE FOR NINTENDO 64 OWNERS 

9 CubC) winusay 
Off your chest and on to our letters page. 

_ Zelda gets another Jes-style tipping. 

e wie yu! This moth, as 

i. qt A 3 
oque eae and South Park star. 

Let the Doctor 
soothe your 
a woes. 

NIN Lin! pole wo Me 
professionals. 

COMPETITION ° 
Win one of ten N64 Expansion Paks! 

BUATHE|BEST 
The fastest times and scores we've seen. 

The club for the World’s 
best gamers. Are you 
good enough? 

% 

PUTO Th 
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ime to speak your brains with the readers of 
N64 Magazine. Got something to say? Get it 
off your chest here. 

‘Revamp’ 
Bored of dreary old single-coloured 
controllers? Why not revamp them 
at absolutely no cost by 
unscrewing the backs of two 
differently-coloured 
controllers and swapping 
them around. Screw them 
back up and Bob's your 
uncle; two funky multi- 

coloured controllers. 
Peter Munro, London 

Very nice. Unscrewing your 
controllers invalidates your 
warranty of course, but we 
reckon you'll be okay. Ed 

It seems Nintendo have 
beaten you to it. This 
black and grey combo 
came free with the 
Japanese Mario Kart 

Correction corner 
No-one'’s perfect... 

In issue 24, how on earth did you 
manage to print ‘Bl Frutiger Bold Italic’ 
in the third spot in the F1 World Grand 
Prix \'m the Best League. It should have 
read my name, Stuart Richards. 
Stuart Richards, Dorking 

Well, it's the name of the type face we 
use to print the magazine. God knows, 
how we managed to print it there, 
though. Andrea losing her marbles. Ed 

In issue 24, page 13 you said that there 
was a vital cheat for Silicon Valley on 
page 106. However, there was no cheat 
to be found. Explain! 
Mark Wassouf, London 

Whoops, it was on page 60 of the 
Double Game Guide + instead. Ed 

Issue 26 

You made a mistake in your I'm the Best 
at Banjo compo. | got a faster time than 
Patrick Wessels in Bubblegloop Swamp 
but you put him as the winner. 
SS eR OTT ee 

Hmm, sorry. We misprinted Patrick's 
time — it should have read 14:01. Ed 

I'm no English teacher, but in last 
month's Correction Corner you wrote 
‘we're blaming our spell checking 
program’. Hello, we're English and we 
spell ‘program’ programme. 
Craig Marshall, Crawley 

Good job you aren't an English teacher. 
TV programmes are spelt with two ‘m's. 
Computer programs are spelt with one. 
Have a look in the dictionary. Ed 

e-mail: 

a 

‘Quirk’ 
| just thought I'd let you know that 
the quirk for Mission: Impossible, 
sent in by John McCarthy in issue 23, 
isn't 100% true. When you start the 
level Dowey and Clutter are on the 
boat but when it heads towards the 
tunnel only Dowey is on it. This 
explains why Clutter is able to get on 
the truck. 
Jonathan Cunningham, Isle of Man 

Ah, that's cleared that up then. 
Thankyou. Ed 

‘Can't hold’ 
| like GoldenEye a lot but one thing | 
hate about it is that you can't hold 
two guns in the multiplayer game. In 
the main game you can hold two 
guns at the same time on loads of 
the levels — why can't you do it in the 
multiplayer? 
Michael Kennedy, Egham 

A couple of reasons. Firstly, it would 
make characters too powerful, 

ruining the balance of the game. 
Secondly, it would place too much 
extra load on the N64 having to 
generate the extra sound and 
effects. You can't really say that the 
lack of double-handed 
action ruins 
GoldenEye’s 
multiplayer a 
game, 
though. Ed 

Fax: 01225 732341, 

n64@futurenet.co.uk 
Each month, the N64 Star Letter wins a 
G64 Steering Wheel with Rumble Effect 
(LMP 0800 0813061). 
All other letters printed win a prized N64 badge! 

‘Remember’ 
Do you remember the feature you 
did on convertor carts back in issue 
17? After reading it, | bought an N64 
Passport for my Japanese N64 so that 
| could play PAL games on my 
machine. It's been fine up until now 
but, I've just bought a UK version of 
Zelda and can't get it to work. Do 
you think you could print an updated 
list of codes for the Passport? 

Chi Hung Wong, 
Hamilton 

The Passport's 
manufacturers 
haven't been 
too diligent 
releasing new 

codes, unfortunately, 
and a quick scan of the web 

site (www.ems-ind.com.hk) only 
reveals the following: 

1080° Snowboarding, Diddy Kong 
Racing and NBA Courtside: 

81100A58 0000 
87100A5A 0000 

All other games: 81100306 0000 
Yoshi's Story: 8110030E 0085 

If any more codes appear we'll print 
them in a future edition. Ed 

A 
o as a v 

competition 
When will the N64 have a quality 
fighting game? Tekken 3 and Virtua 
Fighter 3 have no competition on the 
N64 whatsoever — why aren't 
Nintendo doing something about 
this? 

Sakib Siddiqui, Ilford 

It's not exactly 
what you've been 

hoping for, 
but check 
out the 
Smash Bros 
review on 

page 78 - it'll 
arrive in the UK very 
shortly. Ed 



‘Maths’ 
I've just finished my Maths mock 
GCSE and I've noticed some very 
familiar brothers in question 13. | 
think the examiner must have been 
subliminally influenced by Nintendo 
in some way. 
Mark Say, Saltburn 

OBE ISS seco 
i= 

sco nang teoth ofa second, 

Looks like a case of ‘Trendy Teacher' 
to me. Ed 

‘LX Tremor’ 
I've recently bought Turok 2 and | 
think it's great. However, | seem to 
have a problem saving my game. | 
own an LX Tremor Pak which is a 
rumble pak with a controller pak 
built-in. When | save my Turok game 
with it, it says the game was saved 
successfully but when | come to load 
it, it says “Error. This note is corrupt 
and cannot be used. Would you like 
to delete this note?” 

What do | do? Is there something 
wrong with my Tremor Pak or my 
copy of Turok 2. Please help! 
Jamie Coppack, Rossendale 

We've had some trouble with this. 
Turok 2 seems to be like ISS ‘98 and 

ISS64 — it only works properly with 
official Nintendo controller paks. 
We've had some success with 
unofficial paks, but we'd only trust 
our important saves on these three 
games to an official pak. Ed 

‘My wife' 
Zelda - what an incredible game! For 
the first time in ten years my wife 
actually understands why | like games 
so much. In fact, if | try to solve any 
of it without her she gets very upset 
(and | have the bruises to prove it!). 
Even while playing as little Link | 
thought it was the best game ever, 
but as big Link it got even better. 
Then | galloped over to the Water 
Temple and put on the Iron Boots 

aT 

and it got better again! | do not think 
this game will ever be beaten — not 
until the same team come up with 
the next installment, anyway. 
AJ Gannon, Wigan 

It was certainly worth the wait, 
wasn’t it. Ed 

REFEREE 64 
This is a football game with a difference. Instead of playing football, you 
watch and take the role of the ref. If someone commits a foul you can book 
them or send them off, as well as blow your whistle for off-sides, corners etc. 
After each match you get a percentage table showing how accurate your 
decisions have been and whether you've shown any bias. The aim would be 
to rise up the league table of referees and take part in increasingly important 
matches. 
Simon Dechant, Harrogate 

This reminds Wil of that Japanese coin-op where you play the part of a 
subway train driver. No idea why. Ed 

‘Can imagine’ 
How the hell did you manage to 
complete Ze/da in time for issue 24? 
You said in issue 23 that the press 
would get the game the same time as 
everyone else, which turned out to be 
the 11th December - 12 days before 
the magazine was released. You 
always say that the magazine has to 
be completed far earlier than we can 
imagine, so how did you manage it? 
Manolis Kalaitzake, Hollyhill 

Luckily for us, the game came out in 
America on the 23rd November and 
we got a copy from our friends out 
there. Jes had a week to finish it and 
write the review. He did it by 
refusing to sleep. A real pro. Ed 

‘Nuts’ 
I've found a bug in 
Zelda. |f you use Deku 
Nuts against the Parasitic 
Armoured Arachnid 
Gohma, the game 
freezes after a few 
minutes. Is it only my 
copy or does everyone's 
do it? 
David Foster, Bedford 

It's a recognised glitch in 
the game. Mind you, Jes 
says that if you're good 
there's no need to use 

the nuts. Ed 

‘Nudge out’ 
If you get fed up with straight racing 
in F1 World Grand Prix, take a leaf 
out of F-Zero's book and indulge in a 
bit of death racing. Use the front and 
sides of your car to nudge out your 

Games for the millenium... Maybe. 

BUMP ‘N’ GRIND 
Have you ever wondered whether a Honda CBR could beat a Porsche 
Boxter? If so, then this could be the game for you. The idea is that a whole 
range of famous bikes race against a similar range of supercars. There would 
be at least 20 tracks with shortcuts and alternative routes, some that only the 
motorbikes would be able to use and some only for cars. It'd be great! 
Stephen Bell, Neatownards 

A mixture of Hang On and Gran Turismo — we like it. Ed 

Send your ideas for games you want to see to: Dream On, N64 Magazine, 
30 Monmouth Street, Bath, BA1 2BW. 

competitors in the quickest time you 
can manage. 
Nathan Hammond, Broughton 

And it always guarantees you first 
place too. Ed 

‘So alike’ 
Having now played Super Mario 64 
and Banjo-Kazooie | just had to write 
to say how similar they 
are. Some 
examples: in B-K 
you have to 
collect hidden 
jigsaw pieces and 
in SM64 you have 
to collect hidden 
stars. In Super 
Mario if you jump 
and press Z you 
pound the 
ground. If you 
do the same in 
Banjo you do the 
virtually identical Beak 
Buster. In Banjo if you 
crouch by pressing Z 
and then press A 
you do a Flap Flip 
jump, while the P 
same move in 

> 
4 a y 

SM64 also makes 
you do a somersault. 

These are only a few examples - | 
can think of loads more. Why are 
these games so alike? 
Miles Lloyd, Carms 

’ 
8 

P 

Most platform games share a lot of 
the same features, but we do think 
Banjo borrows pretty heavily from 
Super Mario — that’s mainly why we 
didn't rate it quite as highly as 
Nintendo's game. Ed 

March 1999 
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vince my Dad to get : 
This is b “he’s | 

{ bby Burns, Lancashire 
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You must mention the Golden 
Files in the March issue of N64 

Magazine. - 
- Alex Lewis — 

ee ee 
es Sey ae 

dn the penultimate battle with 
_ Ganondorf he shouts ‘Ulrika’ as 
‘he attacks. | know the bad guys in 

_ Nintendo games have an 
obsession with blonde. princesses, oS 
but this is ridiculous. 

es Rater Johnson, Coventry 

oe oH ile sure? Ed 

In response to ae eee 5 
letter in issue 24, I’ve managed to ; 

_ blow all four wheels off my car. 
Ja Dennis, Newport 

“so. have |. 1 was on the bonus 
track as David Coulthard. : 

- Lewis | Wright, Bury St. Edrmunds 

ree fo the bath ot 
pie.) coe 

@6 [New 

With reference to the Star Letter sent 
in by Stuart Richards in issue 24, | 
think /’ve now found the most 
dangerous track in F-Zero. The first 
lap was okay but the pits had a jump 
just before them so you couldn't get 
any energy back. On the third lap 
there were only two of us left on the 
track but, just before the end, the 
Green Panther (the only surviving 
computer car) blew up, leaving me all 
on my own. 
Paul Conham, Walsall 

i v Hang on 
No hang on, I've found the 
most dangerous F-Zero track. 

—. After just 73 

‘Most dangerous’ ‘Modification’ 
Here is a diagram of my Nintendo Jolt 
pak modification which allows the pak 
to operate without batteries. It's a 
simple project that only needs a 
soldering iron and some solder. The 
hardest part is getting past Nintendo's 
anti-tamper screws. It also makes your 
pad and pak lighter because the 
batteries are the heaviest part of the 
whole thing. 
Steve Allen, Sheffield 

It always Nintendo 64 Jolt Pak Mod y bit 
To Work Without Batteries. Been ee 

first remove resistor ===" weird that 
from here bel Nintendo's 

f rumbler 
siaigen ce 
cdronetinten — needed 

{=} batteries but 
loads of third ater \3sec seconds | was 

Smith, Basildon 
Good try, Paul. 
But Steve's track 
has to be the 
most lethal 
we've ever seen. 
Ed 

1) What exactly does the 
4Mb Expansion pak do? 
POA eel oeoG 
from now on? 
3) What about Perfect 
Dark? 
A irl ae CMe mL aol : 
Datel's version of the pak? = /fower 
Thomas Smith, Hereford : 

1D hal D4 or TeN (ele er) 4 

doubles the N64's 
Random Access Memory 

(RAM) — the electronic 
memory used to store 

tion taken from 

the N64's processors can 

use it (and thereby run 
the game). The effect the 

RAM pak seems tohave_ : 
had so faristoincrease : 1. 
dele xe) OL oe mele Itt 
graphics. One thing the 
RAM pak can‘t do, 

however, is increase the 

Tele Eee] 
ers) he CTS ud 

the only car party versions 
left on the didn't. We can't 
track. I've cet advise anyone 
enclosed yi to open up their 
some Game ete pak and carry 
Boy camera UN ay out this 
pics to Herciteene NEI SS modification, 
show you. And You Wilt Wover Macs Normal but just in case 

Batteries Again., ¥ anyone's feeling 
Steve naughty here's 

the diagram. Ed 

‘Girl’ 
| was shocked and disgusted at the TV 
advert for The Legend of Zelda: 
Ocarina of Time. At the end it says 

“Will thou win the girl... 
play like one?” 

This is unacceptable. As well as 
being extremely unfair and sexist, it's 
not true. Girls can play games as well 
as boys and there is no reason why 
people should assume they wouldn't 
want to play a great game like Zelda. 

If you see Nintendo's advertising 
person, will you tell them that they 
might find their advert funny but |, 
and probably lots of other female N64 
readers, certainly don't. 
Daisy LeHelloco, Dorchester 

Or will thou 

It wasn't a great advert, you're right. 
Why Nintendo's ad agency thought it 
would be a good 
idea to Z 
potentially 
alienate half 
of their fi | 
audience is a bit > e/ 
of a mystery, a oe 
especially as \< ign F 
Zelda is as ‘ Dp 
likely to At Z 
appeal justas (ar r ») 
much to female ? 
gamers as If 
male. It's just = 
another ( 
example of ' 
non-gamers not | = 
really knowing | 
how to deal ¥ 
with | 
videogames I'm 
afraid. Ed | 

: 1) What happened to 
Nintendo's annual game 
show last year? It didn't 

: take place, did it? 
PO Rat tc-m Leela lt 
year? 
3) Will Pocket Monsters 

ng frame rate 

: N64 follow it? 

: come out in the UK? 
: 4) And will Pocket 
: Monsters Stadium for the 

: Rob Fleming, Doncaster 

The reason? “We hav 
5 ole F Sa 

= riser a few bad : 
Pees -1 title 1g led 

eT eEI EAM ELe KTS : month for st 
We'd definitely Pay Ey elo 

mele EOI 4 nem YI 
e official pak — dest 

extra expense. 

Got an N64-related 
question? Send it to: 
So Tell Me This, N64 
Magazine, 30 Monmouth 

: Street, Bath, BA1 2BW. 
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Read not Magazine, WVIINEL 
really is that simple. =5q a 

Ss 
ifty pounds, eh? A fair wedge. Send us ten correct answers and 
A reasonable sum. A nice your entry will find its way into our 
little earner. All you have to do illustrious winners box. If it's lucky 
to win it is read this fair enough to be pulled out at the end of 

magazine from cover to cover and the month you'll be the lucky recipient of 
answer the ten, ridiculously easy, a fully personalised cheque for 50 
questions below. pounds sterling. Best get on with it, eh? 

— What's the name of the dog in Jet Force Gemini? 

How many Color Game Boy games do we review this month? 

Name two game sequels reviewed this month. 

Who sent in this month's Readers’ Top Tip? 

Ebisumaru co-stars in which game this month? 

Which commentator officiates in FIFA 99? 

Which company is developing World League Soccer for the N64? 

How many games did Jes review this month? 

Which game does Dr Kitts offer his second set of advice on? ao co; m™ oo an! & | oP 

Which of this month's games features vampires? 

HOW TO ENTE Fill in the coupon below 
and post it off to: 

Good Golly Quiz Folly: Super Marchet Sweep 
N64 Magazine, 30 Monmouth Street, Bath BA1 2BW 

— eS 

Rules 
1 All entries to be received by 22nd March 
2 If you work at Future Publishing you can't enter. That means you, Jes. 
3 The editor will pick a winner with his random hand. 
4 The prize will be a cheque for fifty pounds sterling. We won't be budged on this. 
5 Cool! 

Neil Sturman from Kings Langley. Congratulations Neil! 

wats) = ] N64 Quiz 230°" 

. 10. 

Good, no? Oh, and you'll probably be wanting this too... 

Name Address 

Postcode N64/ 



MISSION: IMPOSSIBLE 

Having ordered Mission: Impossible 
way back in March 98, | was 
expecting great things when it finally 
arrived in September. | played it 
through and grew to appreciate the 
little things it does so well. For 
instance, if you shoot the men driving 
the cars on the train roof level, the 
cars spin and crash. 

Unfortunately, it does the big 
things sooo badly. Graphics, Al, sound 
and a decent camera system to name 
but a few. Six months wait for this? 
Worth £40 of my hard-earned cash? | 
don't think so. As bad as the film? 
Definitely. 
Tom Riley, Kent 

It's almost too bad to be true. Turok 2 
is a triumph of style over substance. 
Did anybody at Iguana actually play 
the game? There's nothing more 
irritating than being robbed of 
gameplay by an erratic slideshow 
frame rate. The level designs are 
tedious, while the narrow angle of 
vision and the shortarse ‘groin cam' 
make it feel as if you're playing as 
Kenny from South Park. 

Control feels dislocated and it's 
nothing like as smooth as GoldenEye 
which incidentally has a well-balanced, 
tense and fun deathmatch. Turok 2 
has not. This game is a mistake and 
worse with a RAM pak. 
Adam Taylor 

This reviewing business, 
eh? Think you could do 
a better job? 

o you think your favourite end, along with your name if you 
game deserves a bit more want a credit, and post it off to us. 
recognition, or have you The only restriction is that you've got 
recently bought a game to wind the whole thing up in 100 

recommended by us and found it a words or less — any more and we 
bit underwhelming? Well, Write won't be able to fit your review in, so 
You Are is your chance to set the keep things brief and to the point. 
record straight. Send your 100 word bombshells to: 

All you have to do is write a Reader Reviews 
short review on one of your N64 N64 Magazine, 
games and put across your point of 30 Monmouth Street, 
view. Put a percentage score at the Bath, BA1 2BW. 

SILICON VALLEY BODY HARVEST 

Despite what people say about dodgy 
graphics, or about it being for babies, 
Silicon Valley is actually an amazing 
game with an ingenious animal 
changing central idea. There are at 
least 40 animals to choose from and 
each is each wackier than the last 
from rocket-powered king penguins to 
the armed desert fox. 

The levels are easy to start with 
but get much harder and, at times, it 
can be extremely frustrating. Also, the 
music is great throughout, really fitting 
into each level and the background 
noises made by all the other animals. 

Silicon Valley — you should 
seriously consider buying it. 
Mark Wassouf, London 

For me, the fun in Body Harvest 
comes from its simplicity. Compared 
with games such as Turok 2 and 
GoldenEye, Body Harvest is technically 
not the best shoot-'em-up you've ever 
seen but the sheer number of vehicles 
in the game is mind-blowing. 

The game's objectives force the 
player to explore every inch of the 
huge worlds and ensure hours of play. 

Probably the best thing about the 
game, though, is the wide variety of 
enemies. On each level the enemies 
get bigger and brasher and then 
there's the screen-filling bosses! 

Body Harvest entertains like a 
Man United-Barcelona clash. Get it! 
Jonathan Holmes 



JM Sala 

Ui -depth review and 
Reaper — guide! 

Soe < most Rr 
mm \ game to hit a console! 

= Z ‘ts im oo em- a we ~ 
= all been waiting for! 



, 
x 

pope 

WHERE WE'VE , : 
22a 
az 
Te leet 
And you know it. Which 
AACN OMe 
in a frightening amount 
of depth... 

Le 
ae 

A Issue 25 
etait &. 
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We reviewed The Legend of 
Zelda in issues 23 and 24 and 

this is what we concluded: 



Still playing 
Zelda? Of course 
you are. A little 
bit stuck? You 
might be. It's a_ 
big game, ater 
all - so here's our 
latest lovin’ 
spoonful of tip 
top tippery. 

ike some ‘kind of magical treasure chest, wee 
or a very rich charity, Zelda keeps on __ ne 
‘pouring forth its riches. Packed full of 
things to do, and find, you could very well _ 

grow a huge white beard simply by wandering an 
around having a look at things. But you'll want to 
actually finish the game at some point, and, 
luckily, our Zelda-fied Double Game Guide + 
shows you exactly how do that this month, being 

with a full walkthrough of the game. 
while, on these very pages, we're going to 

you a few hints on fon to find some of the 
re items in the game, and take part in 
ble sub-games while we do it. Which 
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As little Link, go through the door on 
your left as you enter Lon Lon’Ranch. 
Talon’s in there, and he'll set you a 
challenge involving chickens = find his 
three super cuccos within 30 seconds, 
and he'll give you a bottle full of 
health-replenishing milk. 

_ Bottles, then — the answer to al 
beat Ganondorf simply by throwi 
keep health-restoring fairies in th o 
And there are only four places that you 

' Bottle 2 
: In Kakariko Village, find the woman 
? near the entrance to the graveyard, 
: standing near the chicken pen. The 
: chicken pen is hers, and she's lost all 
: her cuccos — find them all (see ‘Fowl 
: Play’ for details) and she'll give you a 
: bottle as a reward. 
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? After you've obtained the Silver Seale 
: from Zora's Domain — by diving from 
: the waterfall and collecting thetupees : 
: — go to Lake Hylia. There's a bottl 
i containing a note on the river bed, by 

e ruined masonry. Give the note to_ 
ng Zora and keep the bottle. 

ome of them, anyway (you won't, for example, 
robably). But bottles are jolly important. You can 

| Lon Lon Ranch, or Blue Fire, or even Poes. 
yhole of Hyrule. And here's where they are. 

Once you've collected all ten Great 
‘oes for the ghost trader in the 

guardhouse (see ‘Ghostbusting’ for 
details), your reward will be the fourth 
and final bottle. Simple;.eh? 

JS TV ONId 
iKa|O 

= =| bbs jes (8 iret 
N | ! 

late 





WARP PORTALS 
Need to get somewhere really fast? In a hurry? 
Just can't be bothered with all that walking 
business? Then don't worry. Ocarina of Time tries 
to help you as much as it can when it comes to 
getting around - Hyrule is a particularly vast place, 
after all, isn't it? - with certain ocarina tunes 
warping you to specific places, and, of course, 
the lovely Epona to personally chauffeur you 

But there are also certain ‘warp 
portals’ littered around the place. 
These provide you with instant 
shortcuts between two different areas. 
The portals are two-way, obviously, so 
you can also use them to warp back to 
wherever you just warped from. If you 
like. Here’s where you'll find the 

around. 

The Lost Woods (1) 
Go right then left through the Lost Woods, from 
Kokiri Forest, and you'll come to a stone-clad 
doorway. This isthe warp to Goron City. 

The Lost Woods (2) 
Enter the Lost Woods and follow these directions: 
right, left, right. You'll | come to a pool - you'll 
need the Iron Boots t6.-€ét to the bottom, put it 
leads to Zora's 5 River _ ae 

J ) 

WZ 
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portals... 

Goron City 
On the first floor of Goron City there’s a tunnel 
with a bomb flower encircled blockage half way 
down. Blow up the boulders with the bombs to 
proceed. This warps to The Lost Woods (1). 

Os ps 
SR = 
—s 

Zora’s Domain 
Under the main pool in Zora’s Domain there’s a 
doorway that leads to Lake Hylia. You don't need 
the Iron Boots to get through it, as it’s shallow 
enough for you to dive through. 

ah) 
of Time that it 

in our review, but, 

Zora’s River 
In an alcove to the right of the entrance to Zora’s 
Domain, you'll find a deep pool. Diving down into 
it will bring you out in the Lost Woods (2). 

Lake Hylia 
Near the scarecrows there’s some ruined masonry 
leading into the lake — there’s a submerged tunnel 
down there that leads to Zora's Domain. Nice. 

a Te next for N64 
Magazine and The 
Legend of Zelda? 

< a) truly vast game. So vast, in 
walkthrough would reach 

to the moon and back 3.65 times. If it was in 
ta comple 
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Send your tips to: 

ele eM ET cba 
ERO Ulloa lie amt 1s ee ea) 

Maybe. 
Anyway, alongside our usual 

My a MS ted er be ocala 

aes helpful, 

a colaeel imc Tefal CoM oli c3 s obsession 
i iding. Jes, for 

sh of the 

d corridor in 

just can't stop 

4 Link” 

s about 

you like best about 
Stat >, It can be 
VAULT ees eM LIT LAC! 
cea Cael) 

storyline. SOM EE LaLa ere Wi y 
Qari eM lm Rds) ardor Re 
flippin’ ioe 

eile Me) malas nm Co} 

ie eee ee CRT eles 
thing", N64 Magazine, 
ELM ale lie 11a 
Fs me Ped 

Have you tried using the analogue stick 

when playing the Ocarina? Have you? 
Well, then you'll know you can ‘bend’ 

the notes and create all sorts of your 
elt 

Our third challenge for you is to 
create your own melody, tape it (video 
or audio), scribble down the transcription 
(i.e. what buttons you've pressed), give 
Temalar ream ciae Rial COMP CM oloctase tai} 
Or, you can supply your own 
‘interpretation’ of a popular tune, such 
as, oooohh, Billie's ‘Becau: 
To’ or B*Witched’s a 

There'll be a prize for the best tune, 
EUR S NST Pe aM Ms ee nana td 
special for the first person to play the 
aol AM aie smell) 1a ti7 

Send your entries to: 

mee elit <A ae Ue be 
ERO el sac ae ae 
7 era 



HELP 
WANTED! 
Experts wanted to 
write game guides. 
Excellent rewards! 

Apply 

elp Wanted is your chance to share your 
gaming expertise with the World. If you've 
mastered a game, found an extra-cool bit in 
it, a great new way to get the best scores, or 

even just something odd or funny, then we want to 
hear about it. 

If your guide gets printed, then you'll find yourself 
the lucky recipient of an N64 record bag — complete 
with Overton-drawn exclusive N64 artwork in ever-so- 
tasteful matt black. If you include a photo with your 
guide, you'll also get your beaming face printed for 
N64 gamers everywhere to faveh-at enjoy. 

The rules are below - get typing. 

THE RULES 
@ Your guide should be about 600 words of expert 
advice on a game that you know inside out, back to 
front and, generally, like the back of your hand. 
@ Don't try to write a guide for the whole game. 
Rather, try and focus on just one aspect and produce a 
definitive guide to that. For instance, in this issue 
Andrew has concentrated on beating the staff ghosts 
included in F-Zero. 
@ Don't worry about pictures too much. Wil and his 
army of art monkeys will sort that out. It's detailed 
writing that matters. 
@ Don't forget to include a photo. 

Please send your contribution to: 
Help Wanted, N64 Magazine, 30 Monmouth Street, 
Bath, BA1 2BW. 

Remember to include your name and address, so we 
can a) credit you, and b) know where to send your 
record bag. 

And one final thing: your entry will probably stand a 
better chance of getting printed 
if you do something a 
little bit different, 
and on a not-so- 
obvious game — 
there's nothing 
wrong with a 
multiplayer guide, 
for example, but 
we'd rather not 
run one every 
month. 
Oh, and good 
luck! 

106 (2.2 

time trialling. Its 
super smooth 

steering makes for a far 
friendlier trial. 

But it's the Nintendo staff 
ghosts that really add the 
challenge. Forget the ghosts in 
Mario Kart 64, this time 
Nintendo got serious. All the 
ghosts seem impossible to beat. 

GENERAL TIPS 
pa 
° The staff ghosts use the 
best craft for each track. 
You'll have to use the 
same to stand a chance. 

¢ If you slide even ONCE, 
forget it. The staff ghosts 
will just get an 
unbreakable lead. Just 
restart. 

¢ When jumping, tilt the 
nose of your craft so it’s 
just below horizontal. 
This will give you 
maximum distance and 
speed. 

¢ The settings described 
refer to a point on the 
scale. E.g. Two bars from 
the right means the 
second last bar on the 
scale. Two notches refer 
to taps in that direction 
on the D-pad. 

¢ Double tapping Z or R 
quickly around tight 
corners is essential, 
especially at high speeds. 

°¢ Press ‘L’ at the start of a 
race to keep check of the 
distance between you 
and the staff ghost. 

beat the staff 
ghosts in 

ZERO [es Pp : 

By Andrew Mills 

intendo's sublime 
racer is THE game for 

But they're not. Included 
in this guide are general 
tips that apply to all 
tracks, as well as the 
time the staff ghosts 
achieve. To unlock a 
staff ghost, just achieve a 
reasonable time. But, 
most of all, be patient. 
They WILL take time to 
beat, even with this 
guide. 

Tat PM ee cts 

Staff Ghost Time: 1°24”800 

Take each corner as tightly 
amm ayn" as possible. 
= OG © Hit EVERY zipper on the 

track. 
¢ Boost inside the energy 

Strips. 
¢ There’s not much 
room for 
improvement as it’s 
such a simple course, 
so everything must 
be done PERFECTLY. 

| 

Setting: 2 from right, 2 notches left 

Staff Ghost Time: 1°17”800 

* The sequence to br Tha) Pema hate 
hit the zippers in an a: LC Pees rime 00'01"28 
is: centre; left, i +00'00"14 
centre, left; centre, ‘ a 
right, centre. 
© Stay as close to 
the right of the fi 
‘track as possible ‘ 
on all laps. 
* On the last two laps, hold Up 
as you come off the last zipper 
and boost over the lip of the hill. 
This’ll stop you from falling off. 
¢ Boost as often as possible when going for the zippers. 

Lal 



UU Uae 
Tate elmer i eee Setting: 2 from right, 3 notches left 

Staff Ghost Time: 1719"778 Staff Ghost Time: 1°25"951 

i" sat . 
¢ Take the right hand 
part of the tunnel as 
you enter it, come out 
on the yellow line 
when it straightens. 
¢ Don’t turn too 
sharply when hitting 
the first zipper, you'll 
slide. 
© Boost twice in the tunnel 
and up to the zipper on the 
final two laps. 
¢ Double tap around the 
corners at high speed. 

* Double tap R to get 
around the first tight 
corner'and the’second 
(after the long straight). 
© Boost through the 

energiser on 
the final two 
laps. 
© Finally, 
keep tight to 
the corners 
to ensure 
victory. 

ATs ee eee ed RT oat ee MT i ee Mel Mag 

Staff Ghost Time: 1°39" 704 Staff Ghost Time: 1°39"927 a] : j 

¢ There’s a booster at the top of the pipe at the ¢ After hitting the first zipper, double tap Z 
start. then R very fast.in.succession.to._get around the. 

° Go left from that, get-two.more,.go left.for the S bend. 
fourth, left for the fifth, up to the top for the sixth, * Double tap Ron the corner before the ice. 
and_stay up.there for the final two..It’s very.easy to ¢ When_you_land from the jump.double tap. R to 

slide near the.end_of it so make it around the corner quicker and easier. 
double tap R if necessary. ¢ Hit the zipper on the.first.lap,.miss it on the 
© Boost.as much.as possible final two, and boost through the energy strips 
until the S bend at the end, instead. 
where double.taps of Z.and 
R are essential. 

Lee Ld 
SH c 

ro 
0° 07"68 

¢ When you come.to the first twist 
0) in the bend at the start, take the 

ofp corner hard right and_hit the 
Zipper. 
© Immediately hug the left-hand. 
side of the track and stay there 
until the tunnel. 
¢ Take the exit of the tunnel_tight, 
using double R if necessary. 

Wa See Craft: Blood Hawk 
Setting: 3 from right, 4 notches right 

Staff Ghost Time: 1°27" 704 

Tat eer rei m sli 

Staff Ghost Time: 1721"917 

¢ Take the closed in sections 
tight using double taps of R. hitting 
¢ When you reach a jump the 

where no zipper in the 
zipper is tunnel, aim 
available, low, and for 
boost. the next 
* Double zipper. Do 
tapping Z the same for 

‘Zg and Ron the final 
the last zipper. 
two laps is ¢ When 
ESSENTIAL approaching 
to make it ‘ the S bend, 
past the double 
ghost. tapping Z will keep yowin 

control. 



3 Naa Craft: Twin Noritta Tas 
Setting: 3 from right, 1 notch right Toasts a ie (|e lca 

Staff Ghost Time: 1724"074 Staff Ghost Time: 1709500 

_TWIN NORITTA [i Hit the jump on’ 

Listed it-on the final two 
laps. 
Double tap R after 
the tunnel 

eee * Boost over the 
a energy strips, 

. before taking the 
final S bend - easy! 

* Double tapping 
around the corners 
is essential, 
especially on the 
hairpin after the 

RT ad iy ee celia ee Ma tad 

Staff Ghost Time: 1°45" 063 

© Take the tunnel easy on the tunnel section 
first lap, use-double taps-on beside the energy 
the final two. strips. 
¢ When you reach the 
floating platforms,-aim low. 
¢ Boost off the second to last 
one to fly over the bump and 
land on the track quicker. 
Aiming for the energy strips. 

* You don’t need to 
double tap R around the last tight S’bend at the 
end, just after the tunnel. 
° Boost as muchas possible just after the start 
line onthe-last two-laps. This:is where the ghost 
will catch-up. 
* It’s very easy to slide on this course, so be very 
careful. 

Setting: 4 from right, 1 notch right RT oiad Use (ie Me malt Me Melt Tad 

Staff Ghost Time: 1727496 Staff Ghost Time: 1'39"224 

¢ When you-come off the jump, aim for ~ @ * A very tricky 
the middle of the track, just past the P| Tain eee ghost to-beat. 
last-S bend. : You.must take 
* Boost up the eee hillon the s all corners as 
final-two laps. ie) sharply as 
Not forgetting : i ss Re TT possible, 
the zipper on the 7 eed except for the 
way up: qs sees Sanit wi stretch that 
¢ Hold Up when ¥ ET ; * contains the gravel. 
you hit the top 4 U f Be ¢ Boost when 
of the final-sharp|f y E S a travelling up.hillor 
hill, right at the q ; ~ Kae just after turning a 
end. b tight corner. 

names ¢ Finally, keep 
trying! 

Setting: 2 from right, 5 notches left 
Staff Ghost Time: 1739224 Testi eee dal ecole Cd 

Staff Ghost Time: 1744109 
up » mitittien © When you come out 

SWOT of the tunnel, don’t “IVT alien > Pe! ng '-e Another hard ghost to beat. 
go too fast-or you'll hi ie eS yo ¢ The best advice is not-to go too 
fly off at the dip. s Fine wer fast, or you'll fly off-the dip. 
. When you-go-up~ : f aay.) © It’s VERY easy to:slide on this 
the hill just after, aim 4 Csi aa track, so be extra careful when 
for the EAD sign-and . + : boosting: 

|. -fly briefly off the ; ‘ 
track. Aim back for the 

4 middle of the track-for 
maximum speed. 
¢ When_you go past the 
line at high speed, 
double tap Z twice, fast 
in-succession. 

issue 26 



MUTE CITY 3 

Setting: 2 from right, 3 notches left 

Staff Ghost Time: 17167543 

¢ It’s VERY easy to slide in the half 
pipe, so stick to the racing line 
that's.the flattest.piece.of track. 
¢ You can spot it running. the 
whole. way around. 

: ¢ Don't 
miss.a 
SINGLE 
boost. All 
are.vital to 
win. 
° Boost as 

often.as 
possible. 
Especially 
after you 
just cross 
the start 
line, 

Yost -teee Mla eelu mulls (+i-) 

Staff Ghost Time: 2'18"520 

¢ Another very hard 
ghost. At the start 
of the race, go.off 
the track when the 
barrier disappears. 
Aim for the back of 
the track fora 
speed boost. 
Take every corner as 

¢ tightly as possible. 
¢ Take the inside route past the mines. 
You CAN weave in-between them. 

a 
CK 

¢ Avery twisty course. Double tap.around all 
the corners to-make it 
safely. 
© Hit ALL of the speed 
boosts. 
¢ Make use of the small 
jump.in the tunnel at 
the.end. 

¢ Double tap around all the corners except for 
on the last long stretch 
before the energy strips. 
¢ Boost out of the 
corners, but watch out 
for the hairpin corner 
directly after-the first 
energy strips. 

Craft: Hyper Speeder 

Staff Ghost Time: 1749" 688 

¢ Hit EVERY jump panel. You can gain extra 
speed by aiming at the ground. 
¢ When you come to.the straight, hit the 
zipper and aim towards the jump panel. Then 
boost when you're about to hit the second. 
¢ Finally, double tap Z to get around the final 
corners on the way to the finish line. 

Clad Ld tt 

¢ The best thing to do is 
boost when going up hill, or 
around a corner. 
© Again, keep double 
tapping Z for better grip 
around the corners. 

Setting: 3 from right 

Staff Ghost Time: 2’12"800 

© Take ALL the inside corners on the 
pipe. There are no zippers on it. 
© Boost off 
the final ____ MIGHTY HURRICANE 
hill before | cp R Hs 
the finish/ WARY Va 
start line Ay 
and on 
the next 
hill as 
well. 

Hic Se 

bys iy y ie bic Ml (+l eMule et etal g 

Staff Ghost Time: 2°33"597 

* Go in a straight line when 
travelling over the ice. The 
ghost goes around it and 
loses time. 
* Boost out of every tight 
corner to keep up your speed. 
* Double tap twice around 

the corners for the best line. 
* Boost once before the first patch of ice, and 
then again afterwards. 



: Bottom-C, Down, Bottom-C, Left, : At the first menu screen there are | Re, 
On the title screen enter the : Left-C, Right, Right-C, Left-C, Left, : four options: 
following code: : Left-C, Right, Right-C, B, A, press |: Championship ¢ Versus ¢ Setup 
Up, Top-C, Up, Top-C, Down, : and hold Z. : and Credits. 

s : Move the arrow in the orders 
: below and then press Z to 
: activate the cheat. 

_———— repre ERTRE, 

Credits, Championship, 
: Championship, Versus. 

5 : lies - : : Credits, Versus, Setup, 
_omentgrer of) os : is aT ves etegeemees © Championship, Versus, Versus. 

Kalitkis Valderra : (Yiti4. meen : 

Tae Ee PP Club 

At the Cheat Menu enter 
BTTRFNGRS. 

At the Cheat Menu enter At the Cheat Menu enter 
? MRSHMLLW. : PPCRNRTRNS. 

At the Cheat Menu enter HSNFR. At the Cheat Menu enter 
: : STCKYBLL. 

At the Cheat Menu enter FLBBR. — : 
; : At the Cheat Menu enter PNBLL. 

At the Cheat Menu enter 
RCQTBLL. 

: At the Cheat Menu enter RGBY. 

At the Cheat Menu enter BGMNY 

for big coins at the coin toss. i At the Cheat Menu enter TTHPCK. 

At the Cheat Menu enter BCHBLL. : At the Cheat Menu enter 

: To play as “The Good Mr.” enter —: SUENSEDS 
At the Cheat Menu enter i the code: : 
XTRTMS. : Top-C, Bottom-C, Left-C, Left-C, : At the Cheat Menu enter 

: Right-C, Left-C, Top-C at the main : FRRSTGMP. 
: menu. : 

At the Cheat Menu enter : “The Good Mr.” Can be found on: 
DBLDWNS. i the Dallas Cowboys just under : At the Cheat Menu enter 

: Emmitt Smith. i PWRKCKR. 

At the Cheat Menu enter : i } 

XTRVLTG. ? At the Cheat Menu enter HSPTL. : At the Cheat Menu enter TRBMN. 

10 [NCW 



South Park 

: i To access these characters in 
i ; Enter the password OMGTKKYB. __: multiplayer mode, enter one of 
: Enter FARMBOY : : the passwords below. 
: at the password screen. : i = Skil 

P : Enter the password FATKNACKER. : Ve9gieheaven = Skinny 
: : cheatingisbad = Mr. Mackey 

: elvislives = Bar Brady 

: : i outrage = Big Gay Al 

: Enter IGIVEUP at the password : ' : hawking = Ned 
i screen. | PRE are pe wore : slapupmeal = Starvin Marvin i : THEEARTHMOVED. i a 

: ; phaert = Phillip 

raft = Terrance 

dorothysfriend = Mr. Garrison 

lovemachine = Chef 

checkataco = Wendy 

fishnchips = Pip 

Enter ACE at the password screen. 
or eee : Enter the password ASSMAN. 

Fly a T-16 Skyhopper on Tatooine. : 
Finish all missions with at leasta : Enter MAESTRO at the password 
BRONZE medal. screen. 

Enter the password PLANEARIUM. 

; 116900 
: Enter RADAR on the password . 
: screen for a radar that shows 
: objects with higher altitudes 
: brighter than low-flying ships. 

Beat the game getting SILVER 
medals on each level. 

kickme = Ike 

allwoman = Mrs. Cartman 

goodscience = Mephisto 

taringfrog = Jimbo 

majestic = Alien 

Finish all levels with a GOLD 
medal to play the original Battle 
of Hoth. : Enter DIRECTOR at the password 

? screen. 

Enter CREDITS at the password 
screen. 

: Enter the password 

Enter the password CHICKEN for FATTEEAERER: 
the AT-ST bonus level. 

: Enter the password 
: ; : : SCREWYOUGUYS. 
Enter TOUGHGUY at the password : ; 
screen. 

Classic tip BANJO-KAZOOIE 
(O} arom fel omel(cr-UX ATMO Lae aNVZUKolg 
treasure room in Treasure Trove Cove, 
go back to Banjo's house and look at the 
picture of Bottles over the mantelpiece. 
You'll earn yourself some puzzle-based 
sub-games which, if you complete them, 
Clam el Rol Meg cUcm COMMA tile 
game. Make sure you have a pen and 
paper to write down Bottles’ instructions. 



Another bulging post bag. After 
two-solid days of letter-opening 
here are ten of the very best. else gets 

Don't forget the Cheat of the FY yo d 
Month wins a lovely MakoPad eee hem 

Dine at the course 

map in issue 20, page 64, 
EM Re] aly ae od 

understand.) On the British 

CCT emer eel ee) 
useful little shortcut to 
RYE et le Rem Ze)! Le 
time. While speeding up 

Eee ie QC lae 
om ama eed 
Stowe. However, towards 
the end of the turn you'll 
notice the sand thin out. 
Skip off the track here and 
over to a strip of tarmac 
alongside the grandstand. 
This brings you out at Club 
(em eee Ree 
the field. Make sure 
damage is set to ‘off’. 

oie the Deadly Fall 
reel ey LA la 
and do the whole course 
until you approach the 
finish line. Now go to the 
line of rock as far right as 
possible and do a big jump 
when you pass the line. 
po meirelelac mie ew) 

Ue 

| Kill five cars in a race to earn yourself 
an extra life. Handy for the harder cups 
where you only get a few lives. 

: off the cliff and bounce 
: around the screen. 
: Funny, eh? 

4 oo Tee 3 SY LY 
hold Z and press Right, 
Down, Down, Right and 
Tw ae ace et a 
Up, Down, Left, Left, Up, 

Right and Right. Do this on 
treme ee g 

ye eae 
etme Um le emi red 

: your player is stumbling, 
: quickly press all four C 
: buttons. This will make 
: your player dive and win a 

free kick and is especially 
useful in the penalty area. 

(ok the Williams 
Driver's name to 
“Museum” and start a race 

: in Exhibition mode. Now 
Ue) 
use the B button to go 
er Te ao 6 el Clee 
Rye Ot mm celg | 

RY cla am el el eX) 

it to view all the cars and 
PROS Ue Le eee 
different effects. 

new option ‘Gallery’. Select H 

from Interact (01204 700139). 
Everyone 

Y fg go extra fast when 
time-trialling in the plane 
or kart, don’t hold A down 
to accelerate, tap it 

instead. If you tap quickly 
enough you can increase 

F your speed by about 20%, 
even without using 
TEE Ee 

Bust-a-Move 2 
bs you want to skip 
levels while you're 
playing, press Z, L, Rand A 
ET a ee ey oe 

9 When you're ona 
Special you can do one of 

: your opponent's 
trademark moves. Simply 
Ceo UL eed 
then press A and B 
Tole aA 

10 In the multiplayer 
game, place proximity 
mines on wall details like 
posters, signs and 
noticeboards. When you 

tC) rele a el 
notice that the mines have 
disappeared making them 
impossible for your 
opponents to spot before 
it’s too late. 

Found an interesting cheat, tip, secret bit or quirky thing to do in one of your 
games? Then send it to us immediately! Each month we'll compile a chart of the 
Pare Mme Mure mee Me OE Meme. Semel tel me Lm ole le 
the coveted ‘cheat of the month’ slot you'll get something extra special. 

Send to: Tips Extra, N64 Magazine 
30 Monmouth St, Bath, BA1 2BW 

mel mele au EU moma lant) om Zell g 
magazine, send a photocopy 

instead, and continue on another bit of 
paper if you run out of room. Postcode ... 

It's for [game name]: 

And I've found that if you: 



THE COMPLETE GUIDE FROM THE 
MAKERS OF NGx' 

a The Legend of 
— — 

Sh 

cr 

Massive double-sided poster features World Every single dungeon mapped in glorious Detailed maps of every area of Hyrule show 
Atlas and unique collector's edition artwork! 3D — along with a step-by-step solution! you where to find all those hidden secrets! 

GOT THE GAME? GET THE GUIDE. 
THE COMPLETE SOLUTION 

ONLY £3.50 @ ON SALE NOW 



The only tips magazine you'll ever need... 
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IN-DEPTH GUIDES, EVIL TIPS and a CLASSIC CHEATS for 
EVERY MAJOR GAMING FORMAT. 

Latest issue available from all good newsagents. 



The surgery has been 
cleared of flu victims 

and the Doctor's 
ready and waiting. Got | 

a gaming problem? ; 
Let Dr Kitts cure it with 

his unnaturally cold, 
National Health hands. 7 

Dr Kitts, 
| can't pick up the gold souvenir on 
Silicon Valley's Fat Bear Mountain 
level. | need this last souvenir to see 
the end. Please can you help. 
Stephen Carden, Irvine 

: Slipping a blank prescription pad 
: into his jacket pocket Dr Kitts 
: replies: 
: As | remember, you have to put the 
: second TNT crate on the train and 
: drive it back through the opening 
: you created earlier. Stop the train 
: next to the stone head and the 
: resulting explosion frees the J- 
: Bomb. You can use this for the rest 
: of your demolition work. 

find out why for 
;_ the next issue. 

: Dr Kitts, 
: Please help. I'm playing Zelda and 
: I'm now big Link. However, when | 
: was little Link | forgot to learn the 
:_tune from the girl in the paddock 
: and now | can't get the horse to 
: ride. What should | do? 
; Luke Edwards, Ickenham 

: Tutting and shaking his head, Dr 
: Kitts replies: 
: Silly, boy. Don't forget you can go 
: back and forth in time simply by 
: revisiting the Temple of Time and 
: using the sword. If you've forgotten 
: to do anything as little Link, just go 

Dr Kitts finishes filling in his : back and try again. 
Accidental Patient Death insurance i 
form (three years no-claims bonus!) : Dr Kitts, 
and turns to answer: 
Hmm, an embarrassing complaint 
for DMA this one. You can't pick up 
the souvenir because of a bug in the 
game. As a result, the only way to 
get your all-souvenirs reward is to 
use this cheat on the Level Select 
screen: Down, Up, Z, Left shoulder, 
Down, Left, Z and Down. 

Dr Kitts, 
On Blast Corps there are some 
buildings that need to be blown up 
but as soon as | get through the last 
building, | run out of TNT and 
there's no time to go back and get 
any more. What should | do? 
Ben Clingan, Swanscombe 

: Dr Kitts 
: I've got an overall rating of 100% 
: on V-Rally but the four differently- 
: coloured Citroéns you showed in 
: N64/23 haven't appeared. Why is 
: this? 

: Picking some stray earwax from his 
: stethoscope, Dr Kitts looks 

: embarrassed: 
: The finished review cart we got from 
i Infogrames had the Citroéns in it - 
: all you had to do was get 100%. 
: Unfortunately, when they came to 
: manufacturing the final carts they 
: saw fit to leave them out. I'll try and 

? On Turok 2 | can't get the first 
: Primagen Key or use the Leap of 
: Faith. Please, please help. Have 
: Acclaim got a telephone helpline? 
; Kyle Durward, Pinchbeck 

: Taking a deep breath and then 
: quickly swallowing a spare 
: Diazepam Dr Kitts replies: 
: Slightly complicated, this. To get the 
: Leap of Faith, go to the second level 
i and find the feather. When you have : 
: it, take it to the wizard who'll give 

: you the Leap of Faith in return. Now 
: go back to the first level and find 
: the Warp Portal. Just after it past 
: the house you'll find the Tek Bow 

and, nearby, the Primagen Key. The 

: Leap of Faith makes it easier to 
: collect but you can get it with just 
: normal jumps if you get close to the 
; block and keep jumping. 

No, Acclaim don't have a 
: telephone helpline but you can try 
: calling the Nintendo Hotline with 
i any queries on 01703 652222. 

: Dr Kitts, 
: So, the secret has leaked out from 
: Nintendo America! You can get the 
: Triforce. Please, please tell me how! | 
: know you need 100 Skulltulas but 
i after that, I'm stuck. 
: Tom Wedley, Winslow 

Putting on his ‘pained’ expression, 
: Dr Kitts prepares to lay this one to 

rest once-and-for-all: 
: It's a nasty Internet rumour, I'm 

: afraid. There's absolutely no way to 
:_get hold of the Triforce in Zelda - 
: it's just another urban myth 
: like that one about Luigi being 
: in Super Mario 64. Sorry. 

Doesn't matter how small, or how precise, write into Dr Kitts for 
the answer. Detail your problem in the box provided (use a 

separate piece of paper if necessary) and post it off to: 

cut out Got a gaming query? 

VAY WRAITIG RIN siete rn ascii ca tea canesmnat reas ake erase ned pune teatiaa asst TCH neat aian tie 
I've got this terrible gaming affliction — it's like this... 

-Post code... 



LNA Lk 
t's been a busy few months, 
what with rescuing Zelda and 
saving the land of Hyrule 
(again). Epona's gone and got 

colic, Impa's off trying to buy some 
clothes to make her look a bit more 
feminine, and Saria’s still spouting 
off on that tree hugging hippy crap. 
Still, Ganondorf's finally naffed off 
to start a holiday resort in Tenerife, 
so we may all finally get a chance to 
answer some of the questions that 
you have on The Ocarina of Time. 

And there have been quite a few 
of you who've got stuck, | can tell 
you. Over 250,000, in fact. | did 
consider asking the Great Deku Tree 
for help, but unfortunately he's just 
started sprouting and having trouble 
with his Magic Beans. (Yum.) 

Anyway, I'd better get on before 
things get too busy, so I'll leave you 
with the indisputable wisdom of the 
Nintendo Hotline to help you 
through the tricky spots in the first 
section of my game. 
love, 
Link 

P.S. Zelda sends her love. 

a 
L 4 

) How do you get the sword in 
' Kokiri Village? 

Do you see the guy in the 
Training Ground? Near him 
there's a hole in the wall. 
When you walk up to the 
hole, the A button changes to 
an inviting Enter. Go through 
the hole, follow the path 
round the maze (avoiding the 
giant boulder), and open the 
chest at the end. 

In the Deku Tree, how do you 
gm, get out of the room where the 

compass was? The door's got 
bars over it! 

Next to the door you'll see 
two torches. One of the 
torches is lit, and the other has 
gone out. Use one of your 
Deku Sticks on the lit torch, 
and then walk up to the unlit 
one. Once both torches are 
blazing merrily away, the door 
will swing open. 

Dt 

How do you get onto another 
level in the Deku Tree? I've 

» got the slingshot and killed all 
9 the enemies, but there's ; 
™ nothing else to do. 

You need to climb up to the 
highest platform on the first 
floor, and then jump off onto 

the giant web covering the 
hole in the floor. You need to 
land smack bang in the middle 
of the web though, or you'll 
just bounce off. And although 
that might be fun, it's hardly 
productive now is it? 

Once I've dropped down to 
the basement, | seem to be at 
a dead end! I've stepped on a 
switch that lights a torch in 
the corner, but | can't get to 

y any of the other platforms in 
the room. 

A Once you've lit the torch, set 
one of your Deku Sticks on 
fire. Face the platform with 
the web-covered door, and 

use the raised platform in the 
water to jump over to it — 
being careful not to let the 
Deku Stick go out. Hit the 
web with your flaming torch 
until it burns away and then 
go through the door. 

I've gone through that door 
. and now I'm stuck in a room 
y with a door with iron bars 

' over it. 

Got the slingshot? Good. See 
the eye above the door? 
Twang. Foop. 

What does that funny little 
9 bush mean when he tells you 
™ about 2,3,1? 

He's talking about the room 
with the three Deku shrubs on 
the level below the basement. 
After you've dropped through 
the web on the basement, 
you'll land here. The shrubs 
are in a line, so you need to 

kill the middle one first, then 
the right hand shrub, and 
finally the left one. 2,3,1, see? 

™— can't wake him up! 

A 

I've completed the Deku Tree 
and I've been told to go to 
the castle to find Princess 

get there the guards keep 
" throwing me out! 

a Zelda. However, whenever | 

4 

Unfortunately, the simple 
solution is this: Don't let the 
guards see you! If you get too 
close to any of them they'll 
throw you out of the castle. 
Simply follow the path from 
the gatehouse (after climbing 

over using the vines near 
Malon), walk between the 
two sets of guards on the path 
and on top of the hill, work 
your way over to the fence 
(you'll need to climb another 
wall here), and drop into the 
moat. Once in the moat, 
follow it around the outside 
of the castle until you get to 
the corner, where you can 
safely get out without being 
seen. If you're still having 
trouble with this section, just 

remember: ‘softly, softly 
catchee monkey’. (Although 
what that has to do with 
anything | have no idea.) 

I've got to the sleeping man 
by the side of the castle, and | 

Okay, if you followed the path 
to this point at night, you 
would have seen Malon 
(a young girl) standing by the 
vines that you used to get 
over the gatehouse. She tells 
you that her father, Talon 
came to make a delivery, but 
hasn't returned, and in 
exchange for finding him, she 
gives you an egg. If you didn't 
see her, wait until nightfall, 

and then work your way back 
to the vines. Once you have 
the egg, assign it toa C 
button, and wait for the sun 



to rise and set once, 
whereupon the egg will hatch. 
Aah, the miracle of life. Use 
the chicken during the day to 
wake Talon. 

Done that. Now what? 

If it isn't immediately obvious, 
with Talon gone you can shift 
those big boxes next to him. 
Push the first into the water, 
and then the second on top of : 
that. You can now climb up to 
the high block and jump from 

where there is a hole you can 
‘enter’ to get into the castle 
proper. Make sure you don't 
go through the hole at night, 
though, or there will be two 
bully-boy guards waiting for 
you on the other side. They're 
paid purely to inflict pain on 
small children... 

After I've visited Princess 
Zelda, Navi is telling me to 
go to Death Mountain. I've 
got to Kakariko Village, but 
the guard won't let me 
through the gate. Where do | 
get the King's permission to 

You've already got it. The 
letter that Zelda gave you, 
remember? Assign it to a C 
button, and then press that 
button when you're stood in 
front of the King. 

Bunny Mask 

there over to the opposite wall : At the fishing shop by 
: the side of Lake Hylia, 

: you are told about the 
: Sinking Lure. To obtain 
: this rare item, walk around the 
: outside of the lake. The Sinking 
: Lure is found randomly whilst 
: walking around. 

: These mysterious one-eyed stones 
: may seem useless, but in actual fact 
: they can provide you with some 
: important information. If you hit 
: them with the sword, they will tell 
: you the time in the game, which may 
: save you some unnecessary waiting: 
: around. If you play any song to them, : 
: they release a fairy, which you can 
: catch in your bottle. If you talk to 
: them whilst wearing the Mask of 
: Truth, they will give you hints and 
: information about the game! 

: These can be obtained from the 
: Happy Mask Shop but the shop will 
: only open after you give the letter 
: from Princess Zelda to the guard at 
: the entrance to the Death Mountain 
: Trail. The masks can only be traded 
: when while you are playing as young 
? Link. 

Keaton Mask 
Soldier in Kakariko Village 

Skull Mask 
Kid in the Lost Woods (from 
entrance, one screen to left) 

Spooky Mask 
Kid in Graveyard in Kakariko 
Village 

Man running around 
Hyrule Field. 

NINTENDO 
HOTLINE? 
We're a team of expert games 
players who use our vast knowledge 
of all things Nintendo to help 
gamers in distress. Staff selection is 
very strict, so you can always be 
confident that when you talk to a 
councillor, they are one of the finest 

: games players in the country and the 
: perfect coach for your gaming skills. 

Open seven days a week, 365 
: days of the year, the Hotline deals 
: with over 2,000 calls a day, spread 
: over the various Nintendo platforms. 
: To guarantee that your call will be 
: answered quickly and your problem 
? answered swiftly, we have doubled 
: our staff and increased our weekend 
: opening hours. 

Call us on 01703 652222 
: (NOT a premium rate number) and 
: pose your game questions. We 
: should be able to provide you with 
: the answers, whether they're 
: directions, cheats, passwords or 
: simple advice. The Hotline is open 
: Monday to Friday 12pm to 8pm, and 

Saturday and Sunday 10am to 6pm. 

We now also have a 
fully automated 
service allowing you 
to get help on those 

games even into the wee 
small hours. The automated 
lines will provide help with 

most of the biggest release titles, 
24 hours a day. Calls cost 50p a 
minute so make sure you have the 
permission of whoever pays your 
phone bill before calling. 

Call us on 0891 669945 
and please make sure 
you have a pen and 
paper ready. Q 

| 



WC emer M Cel 
exciting than turning your 
N64 into a PC, though, 
this is obviously on the 

POM UUM lima cc emeex lay d 
extraordinarily dull Doom clones 
and 747 sims. Anyway, with this 
month's tasty compo, PC-style 
beauty is all-too-probable. 

See, with a 4Mb Expansion pak 
whacked in your machine, games like 
the spectacular Turok 2, the 
fantabulous Rogue Squadron and 

ais INCYTE... 

the, erm, gorgeous looking (but, we'll 
admit, problematic) Top Gear 
Overdrive, suddenly take on the 
qualities of a top end PC. And it 
doesn't cost you two grand either. In 
fact, it doesn't cost you anything 
thanks to our chums at Excitement 
Direct who have coughed up TEN of 
the black and red beauts for this 
month's big budget N64 compo. 

At the moment, there're only 
three games that are compatible with 
those extra 4Mbs but soon al/ N64 

games will be going down the hi-res 
route... so much so that, eventually, 
games won't be able to run without 
them! For a quick squint at what 
magic the pak weaves, just check out 
Higlewe-Uuarv4lay oa elm Colao aA LH 
Shadowman, Duke Nukem: Zero 
Hour, World League Soccer 99, 
Vigilante 8, Carmageddon and 
NRO ele 
Elna 

So, what are you waiting for? 
OT Cg aca 
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Sponsored hy 
Our friends at Excitement Direct 
have supplied us with the prizes 
this month. They're a top-notch 
mail-order company who specialise in 
supplying all sorts of N64 stuff — from 
games to pads to, well, Expansion paks. 
Handy eh? 

Give the sales line a ring on 01993 844885 or 
turn to page 82 for more details on prices and special offers. 

How to enter 
All you have to do to stand a chance of winning an Expansion pak is stick 
your name and address on a postcard or stuck down envelope. If you'd rather 
not hear about forthcoming special offers from Excitement Direct, please say 
so on your entry. Send it to the following address: 

Pak Handed, 
N64 Magazine, 30 Monmouth Street, 
Bath, BA1 2BW 

AS) 
1. The closing date for the compo is April 5th. 
2. Employees of Future Publishing and Excitement Direct aren't allowed to 
Ca) lean ALO g 
3. The winning entry will be chosen from a barrel of spokely-dokelys. 
4. James will choose the winner. Or maybe Andrea. Or Tim. Or Jes. Or Wil. 
Or Martin. 
5. Tay, tay, tay, tay, ta-ta-ta-ta-ta-tay, tay. 

Take Cart 
PRIZE: 10 Action Replay Ge 
¢ Joe Santy, Norfolk 
¢ lan Nimmo-Smith, Malvern a 
¢ Christopher Parsons, Ware oa, fo 
CVE el CoN em 1018 i y 

¢ Nathan Missen, London Agua 
OREM aTEy 
areal em | Suu 
Oem Cem EL Cite) : 

© George loakimidis, Greece 4 
¢ PLUS! Kaz (who sent us the ! 
Peek Cer ce MiCPL See 4h 
us your address!!) 

pach y 

Ai at-la> aoe 
My Lunch 
PRIZE: An N64 and Wipeout 64, plus 
nine runners-up copies of the game 

WINNER! 
Jamie Book, 
Derbyshire 

RUNNERS-UP! 

OO ears Cee) 
Calm aU ey eer 
¢ Paul Rigby, Scotland 
e Lawrence Diamond, Twickenham 
© Rob Timmerson, Bristol 

e Edward Warwick, Truro 

¢ Tony Phelan, Solihull 

¢ Janki Svetson, Sweden 
¢ Mysterious Nameless Man/Woman, 
Naeem Tee <1 Coal Ce) UR LECeL ET) 
er ea eile Cte Ue AOL TTL 4 
their special abilities. Send us your 
name and address! 



o you think you're pretty good at your favourite game 
do you? You've beat your brother and your mates but 
how do your scores shape up against the rest of the 
world? Find out right here. 

Some of the scores on these pages are truly world class and 

Wis 4 
No, | am the best. No! | am the best. No!! 
| am the best (repeat to fight). 

their way into a league placing. If you want to stake 
your claim to greatness, send proof of your 
gaming feat (either photographic, Game Boy 
Camera, or video) and post it off to: 
I'm the Best, N64 Magazine, 
30 Monmouth Street, Bath, BA1 2BW. all of them have beaten off hundreds of competitors to muscle 

Se 
It's always nice to start off a new league, but it's doubly nice when the 
game involved is as brilliant as Zelda. The, ahem, unstoppable Stuart 
Richards from Surrey has sent the following times and scores for 
Miyamoto’s masterpiece: 
Biggest fish caught: 19 pounds 
Marathon time: 1 min 25 secs 
Horse race time: 49 secs 
Archery score: 1920 points 

Stuart receives an N64 
record bag for his trouble. If 
you've done something 
particularly special in a game, 
send it in to I'm the Best 
marking the envelope ‘Star 
Performance’. 

a 
In issue 24 we asked for your PAL times for F-Zero's Mute City 3 

track. We weren't disappointed with your entries but the fastest 
a time we received in time to make it into this issue was 

eee Sam Fenwick’s 1:48:282 — a whole 18 seconds faster 
Ae, than the qualifying time we set. 
bd) Sam wins himself a brand new MakoPad from 

# Interact (give them a ring on 01204 700139 for more 
details on this finest of third-party pads). If you want 
the chance to win a pad (and show off to the entire 
N64 world at the same time, check out the new score 
to beat below. 

THIS 
MONTH’S 

TIME TO BEAT 
This month we want to see 

your times for the first 
level of Turok 2. Martin 

reckons anything under 60 
minutes is pretty good, but 

we're sure you can do 
much better than that. 
Send your entries to: 

Turok 2 Time to Beat, N64 
Magazine, 30 Monmouth 
Street, Bath, BA1 2BW. 

vey 

\ES (Complete video evidence only, please) 

CAVERNS 

Stelios Giamarelos, Athens 
Zahir Ishani, Surrey 
Ryan Bledsoe, North Yorks 
Gary Henry, Morecambe 

David Nicol, Cambridge 

BUNKER 2 

00'01"42 

00'02"04 

00°02"46_ 

Stelios Giamarelos, Athens 

David Nicol, Cambridge 

_ Ryan Bledsoe, North Yorks 

00°02"42 
00°02"15 
00°02"16 
00'02"45 

BIGGEST FISH CAUGHT 

Stuart Richards, 
Surrey 

MARATHON TIME 

1'25"000 Stuart Richards, 
Surrey 

UK (PAL) version only 

‘L|.0°21°45 N. Kohbodi, Anglesey 3 | 0'26"57 Richard O'Connell 
0’22"70 James Green, West Yorks. + | 0'29"35 Thomas Rice, Farnborough 



MUMBO’S MOUNTAIN 4 | 0015"53 Darren Gordon, Fife 

1 | 00'04"54 Steve Ridley, Norwich 5 | 00'16"43 Jan-Erik Spangberg, Sweden 

2 | 00'05"08 Stelios Giamarelos, Athens FREEZEEZY PEAK 

3 | 00'05"30 Marc Keeling Vincent, West Sussex 1 | 00°41"31 Steve Ridley, Norwich 

4 | o0'05"48 Patrick Wessels, Rotterdam 2 | 00°13"55 Stelios Giamarelos, Athens 

5 | 00°06"01 Stephen Mansfield, Derby 3 | 00°15"17 Patrick Wessels, Rotterdam 
§ | 00°06"18 Steven Zwantjes, Holland 4 | 00°17"42 Chris Robus, Yeovil 

7 | 00°06"19 Marco Torri, Switzerland 5 | 0018725 Andrew Mills, Londonderry 

8 | 00°06"20 Graham Underwood, Penrith MAD MONSTER MANSION 

3 _| o0'06"24 Darren Gordon, Fife 00'13"49 Patrick Wessels, Rotterdam 
10| 00°'06"25 John Davies, Newcastle-under-Lyme 00'13"59 Steve Ridley, Norwich 

Stelios Giamarelos, Athens 

Jan-Erik Spangberg, Sweden 

Darren Gordon, Fife 

74 

REASURE TROVE COVE 

1 | 00'°05"39 Steve Ridley, Norwich 
2 | 00'07"36 Orestis Giamarelos, Athens) _ 5 "00'15"39 

3 | oo'08"13 Stelios Giamarelos, Athens TSS 

4 | 00'09"39 Patrick Wessels, Rotterdam ? 1 lo0'48"39 
5 | 0010741 Darren Gordon, Fife aa" 04 

CLANKER’S CAVERN F 
§00'14"42 

00'14”"08 

_00'14"15 

Jon Davies, Oxfordshire 

Stelios Giamarelos, Athens 

Steve Ridley, Norwich 
1 | 00°41°'13 ..» Patrick Wessels, Rotterdam 
2 ) _ Sharon Frank, Fraserburgh 4 | 00°15"43 : Patrick Wessels, Rotterdam 

a )0"12' Darren Gordon, Fife. 5 | 00'17"SSeMon Davies, Oxfordshire 

at Chris Robus, Vou eae ee CLICK CLOCK WOOD 

5 | 0074: rancis Huen, Sheffield x lios Giamarelos, Athens 
“Steve Ridley, Norwich 

Ridley, Rotterdam 

Darren Gordon, Fife 

BUBBLEGLOOP Nad 

00'14"'41 atric 

00'15"37 

00'16"00 

Jon Davies, Oxfordshire 

Tromelin 
1 | 02"00"51 

; 02'24"05 
3 | 02'5a”00 
4 | o3'06"22 
5 “03'09"18 

TY 
2 
3 
4 

Stelios Giamarelos, Athens 

Steve Ridley, Norwich 

Jon Davies, Oxfordshire 

Andrew Mills, Londonderry 

Jan-Erik Spangberg, Sweden 

. Al 
ONL Y 

1'15"91 

1'16"97 

Joachim Clauwers, Belgium 
David Savage, Wokingham 
igel Spittlehouse, Ca | 
istoffer Thorbjornsen, Sco q i Qrns and = 

ni i 

705"65. 

1°05"76 
3 1'18"08 

AN 

James Hegarty, Belfast 1 | 1°01"90 
Kristoffer Thorbjornsen, Scotland 1'04”"00 

Trevor Scannell, Barking 1'04"40 

Steven Barclay, I/ford 4 | 1'04"44 

James Eberlein, Dea/ 1'04”"58 

JAPAN 

Martin Pickering, Denbighshire 1 | 1°14"19 
David Savage, Wokingham 1°15"07 

Kristoffer Thorbjornsen, Scotland 1°15"23 

James Eberlein, Deal 1°15"87 

Joachim Clauwers, Belgium 1°16"31 

0’56"69 

o'57"44 

0’'57"60 

0'57"77 

0'57"93 

BRITAIN 

0’59"21 

1'00"53 

1'00"71 

1'00"78 

1'00"84 

0'59"16 
0'59"69 
1'00"29 
1'00"08 
1'00"93 

ARGENTINA 
1| 1°01"84 

1'02"30 
1'03"12 
1'03"44 
1'04"22 

Kristoffer Thorbjornsen, Scotland 

Joachim Clauwers, Belgium 

James Hegarty, Belfast 

Simon Tribbeck, Salisbury 

David Savage, Wokingham 

David Savage, Wokingham 

Arvanitis Vagelis, Greece 

Kristoffer Thorbjornsen, Scotland 

Martin Pickering, Denbighshire 

Joachim Clauwers, Belgium 

PEE A 
3'18"22 
Paul Simcox, Peterborough 

3'18"30 
Martin Conro 

3'21"90 
Simon Madsen, Denmark 

3'24"18 
David Money, Nuneaton 

3'26"10 
N Cade-Westcome, /V.Keynes 

Leeds 

2'49"31 
Jason Larosa, Pembroke 

2’52"55 
Rob Young, Hull 

2'56"19 
Simon Madsen, Denmark 

1°18"16 Kristoffer T 

Joachim Clauwers, Belgium 

James Eberlein, Dea/ 

Alan Dundas, Angus 

Jimmi Aarela, Finland 

Jonathan McConnell, Truro 

Trevor Scannell, Barking 

James Eberlein, Dea/ 

Joachim Clauwers, Belgium 

Greig Bingham, Ayrshire 

Steven Barclay, //ford 

March © io 
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Snowboard Kids a 
UK (PAL) TIMES ONLY 6470 John Heelham, 

Manchester 
el lS ee HIGHWAY 6340 Richard Davies, 

9999 Mario Siouyis, Greece 1'29"13 Kevin Seeney, Bath Rotherham 
a | 6296 Jon Olav Larsen, 

9998 Stelios Giamarelos, Greece 1'29"73 Graeme Robb, Scotland Eeiavion 
9040 Ed Higgins, Essex 1'29"76 Al Pierce, Salisbury 6275 qanes Watton, Edinburgh 
SF? 6254 Ruben Larsen, Norway 

8940 Robert Hollinshead, Kent GRASS VALLEY 6218 Gordon Willmott, 

7684 Matt Peck, East Sussex 1'40"83 John Heelham, Manchester Edinburgh 

- op 6183 Daniel Dunn, 
7240 Olav Vassend, Norway 1'41"43 Konstantinos Mitzithras, Greece Lincolnshita 

, we ae ay ae Oe A Ue Ge CREE GATT EERIE as 

6944 T. Egerton-Jones, Liverpool Tat piraemie Reb, ccauant ei G156 = Stevenilaylor Gresham steven Taylor, Cheshire 
yao) 6122 Piet dem Dulk, Holland 

6572 Luke Porter, Belfast 5990 Andrew Harvey, 
: 1'35"96 Kevin Seeney, Bath 

6400 Rob Davies, Swansea ay £ 
1'36"03 Konstantinos Mitzithras, Greece 6372 Gordon Willmott, 

5520 Robert Gallagher, Southampton : Edinburgh 
1'36"06 Mario Sioutis, Greece 

=a SE ors | | 
0'26”"20 Jamie Hyde, Bradford-on-Avon 6041 Daniel Dunn, 

hh © br 1'34"56 Kevin Seeney, Bath Lincolnshire 
0'26”"30 Brett Slader, Australia 

Z 1°35"10 John Heelham, Manchester 6042 Anew Harvey, 
"26" Konstanti Mitzithras, eading 
vaees onstantiriimmms vvras: Greece 4'35"50 Brett Slader, Australia 5 6046 Bonny Qvistorif, Denmark 

speed game PINS ele Sane EVR wle rt 
1'36"'13 John Heelham, Manchester 4'44"'13 Jamie Hyde, Bradford-on-Avon 6367 Tone et 

1'36"93 Jamie Hyde, Bradford-on-Avon 1'44"70 John Heelham, Manchester 6332 Jon Olav Larsen, 
‘ ae Norwa 

1'37"00 Konstantinos Mitzithras, Greece 1'44"7 i itzi ay 4 0 Konstantinos Mitzithras, Greece 6290 Andrew McGrae, 

SUNSET ROCK Seema NJA LAND Southport 

rq" : cand 6142 Daniel Dunn, 1'34"60 Jamie Hyde, Bradford-on-Avon 00'22"96 Andy Palmer, Herts Lincolnshire 

1'35"10 Graeme Robb, Scotland 00'23"10 Daniel Aherne, Manchester 6116 Borden einate 
Edinbur, 

1°35"16 Konstantinos Mitzithras, Greece 00'23"30 Mario Sioutis, Greece See 

6042 John Heelham, 
Manchester 

6007 Gordon Willmott, 
Edinburgh 

5940 Andrew McGrae, 
aS 

6227 John Heelham, 
Manchester 

5981 ig rdon-Willmott, 

1080° Snowboarding 
UK (PAL) TIMES ONLY 

CRYSTAL LAKE No? eA 

1'02"89 Peter Howe, Kent 1°26"'42 

1'03"06 Brett Slader, Australia 
1°03"06 Andrew Haigh, Norfolk 1'27"61 Brett Slader, Australia 

1'03"12 Ruben Larsen, Norway 9'27"45 Daniel Dunn, Lincolnshire 

1'03"19 Jon Olav Larsen, Norway 

CRYSTAL PEAK 
1'27"84 Adam Charlton, Buckden 1'29"13 Jonathan Gallagher, Bourne End 

Ruben Larsen, Norway 

1'28"57 Andrew Harvey, Reading 

1'27"91 Brett Slader, Australia DEADLY FALL 

1'28"50 Ruben Larsen, Norway 

1'28"57 Jan-Erik Spangberg, Sweden 

1'28"80 John Addis, Marlow | 1'08"87 Manolis Kalaitzake, Cork 

oe a Sa al | 1'09"36 Andrew Harvey, Reading 

Tae Jan-Erik Spangbere gag cel | 1'09"49 Jan-Erik Spangberg, Sweden 
1'20"55 Brett Slader, Australia : 

3 | 120758 Chris Redit, St. Albans 1'09"76 Chris Redit, St. Albans 
1'20"91 Ruben Larsen, Norway 

1721731 Peter Howe, Kent 

MOUNTAIN VILLAGE meric vomies: a0 
1'30"75 Adam Charlton, Buckden Oliver Thomason, Brighton 

© | 134"64 Jan-Erik Spangberg, Sweden 257473 Brett Slader, Australia 
1'32"03 Adam Charlton, Huntingdon 

@ | 232"26 Brett Slader, Australia 

1'32"73 Daniel Dunn, Lincolnshire Manolis Kalaitzake, Cork 

1'08"44 Brett Slader, Australia 

253981 James Shaughnessy, Cheshire 

urphy, Dublin 



LUIGI CIRCUIT 

9'29"25 Alan Dundas, Arbroath 

1"°33"67 — Graham Francis, Cronleigh 

1'36"46 Stelios Giamarelos, Greece 

ROYAL RACEWAY 

2705713 = Anthony Gruitt, Kent 

2'06"28 Stelios Giamarelos, Greece 

2'08"03 Orestis Giamarelos, Greece 

KOOPA TROOPA BEACH 
1'27"79 | Sam York, 
1'29"'21 
1'33"28 

Alan Dundas, Arbroath 

Anthony Gruitt, Kent 

; Martin Conroy, Leeds 

BANSHEE BOARDWALK 

Alan Dundas, Arbroath 

Anthony Gruitt, Kent 

| 2"05"76 3 Stelios Giamarelos, Greece 

Anthony Gr 

FRAPPE SNOWLAND 

00'19"83 Sarah Ashworth, Shropshire 
00'18"39 Ewan Alman, Middlesex 

00'22"26 Rhys Allen, Australia 

Diddy Kong Racing 
UK (PAL) TIMES ONLY 

4°15"75 — Richard Dunn, Lincolnshire 

JUNGLE FALLS 

0'41"70 Stuart Richards, Surrey 

0’43"30 Adam Charlton, Huntingdon 

0'43"53 Stelios Giamarelos, Greece 

0'44"74  Orestis Giamarelos, Greece 

0'45"66 = Arthur Van Dalen, Holland 

WALRUS COVE 

1730735 Stuart Richards, Surrey 

1°32"40 Adam Charlton, Huntingdon 

1'33"24 Stelios Giamarelos, Greece 

1'35"77 Orestis Giamarelos, Greece 

1'°37"10 Ciaran McDermott, /reland 

1'06"43 Stuart Richards, Surrey 

1°09"01 Stelios Giamarelos, Greece 

1'10"57 Orestis Giamarelos, Greece 

1°14"26 Ciaran McDermott, /reland 

1°14731 = Richard Dunn, Lincolnshire 

1°25"43 Stuart Richards, Surrey 

1'33"67 

1'35"45 

1'36"61 

1'42"06 = Alan Inker, Newport 

1'42"60 Stuart Richards, Surrey 

1'47"65 

1'49"03 

1'49"63 

1'50"70 

ANCIENT LAKE 

0'36"20 Stuart Richards, Surrey 

0'38"40 Beckie Haskins, Southsea 

0’38"70 = Alan Inker, Newport 

0'40"60 Stelios Giamarelos, Greece 

0'41"13 Orestis Giamarelos, Greece 

1'02"81 Stuart Richards, Surrey 

1'05"44 Stelios Giamarelos, Greece 

1'05"83 Orestis Giamarelos, Greece 

1'06"53 Adam Charlton, Huntingdon 

1°08"33 Beckie Haskins, Southsea 

0’53"93 Stuart Richards, Surrey 

1'00"81 Stelios Giamarelos, Greece 

1'01"96 Beckie Haskins, Southsea 

1'02"95 Orestis Giamarelos, Greece 

Stelios Giamarelos, Greece 

Adam Charlton, Huntingdon 

Orestis Giamarelos, Greece 

Adam Charlton, Huntingdon 

Richard Dunn, Lincolnshire 

Beckie Haskins, Southsea 

Richard Dunn, Lincolnshire 

UK (PAL) TIMES 
ia | 

1'19"326 Morten Tronstad, Norway 

i i 

00'49"913 Martin Conroy, Leeds 

MUTE CITY 3 

1'48"282 Sam Fenwick, Leighton Buzzard 
-® a | 00'52"355 Alan Bell, Milford Haven 1'19"378 

00'53"532 David Hartley, West Sussex 

00'53"630 Sam Fenwick, Leighton Buzzard 

00'53"'664 David Birch, South Wirral 

1'26"623 Stuart Richards, Surrey 

1'20" 483 

Stuart Richards, Surrey 1'48"844 = Aaron McCoy, Co. Kildare 

Dave Bloemer, Holland 1'49"349 Simon Ellse, Folkestone 

1'20"650 Martin Conroy, Leeds 1'49"537 Dave Bloemer, Holland 

1'21"345 

1'40"730 

1'26"697 Sam Fenwick, Leighton Buzzard 

1'26"842 Dave Bloemer, Holland 

1'41"157 

Sam Fenwick, Leighton Buzzard 

Stuart Richards, Surrey 

4'50"054 Morten Tronstad, Norway 

Latent A A et 

2'18"122 Dave Bloemer, Holland 

Sam Fenwick, Leighton Buzzard 2'22"125 Martin Conroy, Leeds 

| 1'42"974 Martin Conroy, Leeds 2'23"775 Sam Fenwick, Leighton Buzzard 

1'26"942 Steve Woolley, Norfolk | 1'44"380 Dave Bloemer, Holland 

1°26"996 Martin Conroy, Leeds 

1'17"305 David Hartley, West Sussex 

1'44"636 Simon Ellse, Folkestone 

SECTOR B 

1'45"371 Stuart Richards, Surrey 

| 1°17"414 Kristoffer Thorbjornsen, Scotland 1'46"693 

2'24"S45 Gary Thomson, Mid Lothian 

2'26"929 Neil Glenister, High Wycombe 

G HAND 

2'32"811 Morten Tronstad, Norway 

Morten Tronstad, Norway 2'34"924 Martin Conroy, Leeds 

| 4'47"622 Martin Conroy, Leeds 1'47"038 Sam Fenwick, Leighton Buzzard 2'35"344 David Hartley, West Sussex 

1'17"655 George Roberts, Middlesex 

1°17"679 Martyn Bibby, Widnes 

1'47"585 Martin Conroy, Leeds 2'37"254 Sam Fenwick, Leighton Buzzard 

1'48"036 David Hartley, West Sussex 2'39"383 Simon Ellse, Folkestone 

I'm the Best, N64 Magazine, 30 Monmouth Street, Bath, BA1 2BW 

Remember, you need to send in a photo or video for your effort to be ‘confirmed’. Any 
photos MUST have your name, address and score/time on the back. Videos must have a 
label attached with the aforementioned information easily legible. 
Send all your bits to: 

If you'd like your videos or photographs back, please include a stamped, addressed envelope 
(with the correct number of stamps) and we'll promise to do our best to return them. 

And remember, each issue has to be completed far earlier than you could ever imagine, 
so don't fret if your entry doesn’t appear in the first issue after you post - it'll be there in 
the next one. 



\ New year, new games, new challenges! The 
<237 super soaraway Skill Club for the Thrillenium! 

e've been busy applying all sorts of 
scientific analysis to the reams of 
Skill Club-related correspondence 
we receive each month, and it's 

clear that you're desperate for some new 
challenges. 

And you're absolutely right, of course. With all the 
excellent new games knocking around at the moment, there are plenty of 
additional tests of joystick mastery to be found. We're looking at several 
extra games at the moment to see whether we can find challenges which 
are achievable, yet tough enough to merit inclusion in Skill Club 64. Oh, 
nd easily provable. And as cheat-proof as possible. Turok 2 and Zelda 

are the first of the new batch, and if anyone's got any good suggestions 
‘or one or two more, we're all ears. 

There's still space for new entries in all three leagues, plus there's 
always the option of working your way up to Gold status (and winning 
ourself one of NuGen's (01992 707407) sexy Manta Ray pads) in stages 

— just mark your envelopes ‘Upgrade’ to avoid any confusion. Good luck. 

Club 
complete 7 challenges 

NAME COMPLETED NAME COMPLETED 

Kevin Spring, Bradford A,B,C,D,G,H,| James Cruickshank, Clackmannanshire 

Kenneth Pickering, Ayrshire A,B,C,D,G,I,J A,C,D,F,G,H,| 

Shaun Bell, Trowbridge —-A,B,D,E,G,H,| | Tom Clarke, Bucks A,B, CD, Fl, K 
Kurt Peter Radford, Rotherham A,B,D,E,F,I,J ; Kevin Gilbert, Upton ———_A,B,D,G,H,J,K 
Richard Davies, Rotherham __A,B,D,E,Fl,J Greg Duncan, Glasgow AB H 

Philip Foster, Havant —=A,B,D,E,F,G,1 ; 'in Dalby, Tyne & Wear _A,C,D,E,F,G,F 
Derek Topper, Bristol -A.G.EF.G,H,| | Brian Mulheran, Tyne & Wear 

: A,C,D,E,F,G,H 
: Dylan Foale, Devon A,B,C,D,F.G,| 

A,B,C,D,F,G,I : Davy James, Powys 
BD HAGIH E Robbie Klijn, The Netherlands A,B,C,D,E,F,L 

Ciaran McDermott, Ireland A,B,C,D,E,F,H : art D. i ABL Gl 

Rony Costa, Middlesex A,B,C,D.EJ | John He ee Teer 
Andrew Castiglione, Bristol _A,B,D,E,F,H,| : Peter Tweedie, Woking 

= Jon Olav Larsen, Norway A,B,C F,G 

GOLD Club 
complete 10 challenges 

Simon Moore, Liverpool 

Richard Davies, Rotherham 
René Laurent, /reland 

~ Stephen Lockhart, /reland 
Andrew McGrae, Southport 
Matthew King, Bromley 

Derek Thomson, Edinburgh 
Jon Davies, Wallingford 

Jan-Erik Spangberg, Sweden 
Kelly Humphreys, Marlow 

Graham Underwood, Cumbria 
Gregor Richards, Dorking 
Stuart Richards, Dorking 

Stephen McMahon, Co. Down — 
John Kostons, Nederland — 
Piet dem Dulk, Holland 
Paul Isaia, Southampton 

Robert Gallagher, Eastleigh 
Ingvar S. Arnorson, Iceland 

David Sharp, Clackmannanshire 
~ Shane Roberts, Spalding 

Arthur Van Dalen, The Netherlands 

AB.CO.HLM 
A,B,D,F,G,H,! : Adam Denton, Crewe — 

Mario Sioutis, Greece 
Andrew Rutherford, Macclesfield 

Andrew Mills, Londonderry 
Mark Currid, Ireland 

David Nicol, Cambridge 
David Keane, Sandwich 

David Crowther, Kent 

Daniel Syversen, Norway 

Stelios & Orestis Giaremelos, Greece 

Michael J.K Bevan, New Zealand 

Chris Smith, Tyne & Wear 
Kostas A. Mitzithras, Greece 

Richard Ford, London 

Phill Young, Northallerton 

Michael Mawdsley, Southport 
Scott Brown, Stocksfield 

Daniel McCann, Glasgow 

Afong Toh, The Netherlands 
Brett Slader, Australia 

Gary Thomson, Mid Lothian 
Nick & Chris Robinson, West Sussex 

124 Issue 26 

Ben Campion, Staffs —A,B,C,D, FH, | 

Chris Constable, Devizes 

Craig Scotney, Leighton Buzzard 

Andrew Taylor, Cheshire 

~A,C,D,E,EG,H 
__ ¢ Paul Northend, Middlesborough 

ABCORGI Os cee 
i Martyn Bibby, Cheshire A, 

Ben Cook, Shoreham-By-Sea A,B,C,D,G,H,| | Christopher Smith, Surrey _A,B,C,D,E,G,LJ 
A.C.D,EG.HJ Aidan Murray, Co. Cork 

REDE NC: Ce ee 
11" } Matthew Weston, Nottingham 

ae ase te aa ae ue Chris Partridge, East Sussex 
Craig Silcocks, Trowbridge _—A,B,C,D,E,F,J : 

Gard Mellemstrand, Norway A,C,D,E,F,G,1 

A,B,C,D,F,H,| 

Alex Deas, Scotland — AB,CEG,LL 

peer Ey 
A.B,DE,F,G,H,I 

A,B,C,D,F,G,H,| 

ABE EDGE 

A,B,C,D,G,H,1,L 

A,B,C,D,F,G,H,1 

_ Matthew King, Bromley _A.B,C,D.EF,G.1J 
i Chris Gray, Fife A,C,D.EFH Idi 



NAME COMPLETED 
Daniel Brooks, Swindon 

Ciaran Spence, Co. Antrim 
Miles Fearnley, West Yorks 
and Belgium — 
R. Knapman, South Wirral 
Stephen Durant, Bridgwater 
Simon Bell, Co. Durham 
Herman Valk, The Netherlands 
Michael Gapper, Bristol 
Riccardo Riboldi, /taly 
Adam Norman, Nottingham 

las Bec, Salisbury 
‘oulson, Stamford 

Sebastian Bond, G/oucester 
loan Rees, Redditch 
Nick Hadden, Co. Cork 
Tom Richardson, Addingham 
Robert Kloosterhuis, Holland 
Gordon Scales, Nottingham 

nyard, Ashford 
ip Renyard, Ashford 

Andy Howard, Cambridge 
Remco Van Wingerden, Holland 
Mark Odell, Derby 
Thomas Suckling, /pswich 
Dylan Foale, Devon 
Lee Robertshaw, Southampton 

lan Gore, Somerset 
Graham Cookson, Kent 
Dave Bloemer, Holland 
Andrew Hannath, Swindon 

Erwin Zeevaart, Holland 
Steve Paget, Bonsall 
Richard Whitham, Pou/ton-le-Fy/lde 
Philip O, Herts 
Benjamin Lo, London 
Robert Lynch, Middlesex 
Owain Brimfield, /sle of Man 
David Newbrook, Staffs 
Alex Schwassmann, Germany 
Chris Partridge, East Sussex 
Jonathan Townsend, Gwent 
David Myring, Bristo/ 
Ben Davies, Coventry 
Matt Peck, East Sussex 

Mark Rundle, Herts 
Richard Sutton, Kent 
Mark Walker, Bedford 
Jonathan Davies, Coventry 

Sandy McKenzie, Fife 
Adam Khattak, Belfast 
Matthew Kitis, Liverpool 
Joe Cape, Stirling 
Ewen Summers, Ayrshire _ 
Joachim Clauwers, Belgium 
David Holmes, Doncaster 
Tom Wyatt, Staines 
Ben Stevens, London 

James O'Sullivan, Somerset ABI 
Keith Tannahill, Ayrshire A.D, 
Jamil Yahyaoui, Belfast A,B,D 
Michael Achilles, Chingford A,D,I 

Jan Dehm Neves, Portugal A,.E,G 
Ben Wakefield, Twickenham _A.B,D 
Omid Elliott, Co. Tyrone A,B,C 
Nick Syrad, Reading A,D,F 
Patrick Laakso, Sweden A,B,D 
David Gibson, Fleet B,D,H 
Mark Underwood, Cumbria A,E,| 
Daniel Longstaff, Chigwell _ \ 
Vincent Coyne, Galway 
Raoul Smids, Belgium 
Chris O'Riordan, Cornwall 
Matthew Weston, Nottingham _ 
Sandy McKenzie, Fife 
Norman Glover, Cleveland 
Alex Johnson, Sidcup 
Damian Unwin, Soton 

Chris Hinkley, Peckham — 
Gordon Willmott, Edinburgh 
Johan Brown, Grantham 

Rod Bayliss, Australia 
Russell Higgins, Shropshire 
Wajahat Ali, Blackburn 
Adam Bull, Leeds 
Tormod Krogh, Norway 
Remko Veenstra, Holland 

Club 
complete 3 challenges 

NAME 

Moe Aboulkheir, London 
Oliver Bolton, Kent 
Elidir Jones, Gwynedd 
Alan Hooper, Weston-super-Mare 
Steven Said, Australia 
Alexander Filipowski, Warrington 
Wayne Parkes, Cornwall 
Joel Porter, London 
Floryn Cleverens, The Netherlands 
Martin Hunter, Edinburgh 
Richard Holmes, Derbyshire 
Alex Wood, Ipswich 
Steven Astley, Wigan 
Mike Hodzelmans, Holland 
Michael Petch, Doncaster 
Simon London, Norwich 
Peter Campbell, Be/fast 
David Faggiani, Manchester 
William Shutes, Norwich 
Simon Lyddon, Devon 
Steven Smith, Essex 
Henry Rummins, Ashford 
Edward Rummins, Ashford 
Ryan Carson, Devon 
Ashley Bennett, Essex 

Thomas Vincett, Weston-super-Mare 
Sarah Margle, Ware 
Sam Thompson, Aberystwyth 
Toni Ylaranta, Finland 

Tom Badran, Basingstoke 
John Hope, Northampton 
Joshua Clarke, Birmingham 
Matthew Harper, Gloucester 
Christopher Green, Reading 
Chris Knowles, Cheshire 
Turo Halinen, Finland 
Dennis Schuh, Holland 
Niall Quigley, Co. Tyrone 
Guy Burdge, Somerset 
Brian Davidson, Co. Tyrone 

Scott Butler, Co. Armagh 
Pieter van den Brink, The Netherlands 
Andrew Phillips, London 
Alastair Edwards, London 
Paul Shinn, Deptford 
Oliver Carson, Devon 
Christopher Balzan, Kent 
John Davies, Staffordshire 
Steven Mai, Staffordshire 
Daniel Green, Thornton 

Ben Dawson, Sheffield 
Richard Best, Dundee 
Marc Edgeworth, Gloucester 
Chris Pitchell, Bristo/ a0 

Harrison Bolt, Surrey 
James Arnold, Australia 
Alun Thomas, Haverfordwest 
Mark Aquilina, Malta 
Gokhan Kurt, London 
Raymond Wan, Cheshire 
Robert Clark, Kent : 
John Stackhouse, Walsall 
Lee Fletcher, Halifax 
Myles Giles, Huddersfield 
James McKeown, Ayr 
Adam Skeggs, Leicester 
Nader Kohbodi, Anglesey 
Christopher Thompson, Co. Antrim 
Plemis Luijnenburg, Holland _ 
Chris Tate, Tyne & Wear 
Manolis Kalaitzake, Cork 
Neil Keery, Co. Down 
Reuben Barker, East Sussex 

Peter Bowden, Manchester 
Craig Thomas, South Wales 
David Heath, East Sussex 
Kari Bogdanoff, Finland 
Donique Visser, Holland 
David Grice, West Bromich 

Jimi McGuinty, Cheshire 
Mark Anthony Say, Cleveland _ 
Daniel Green, Cleveleys 
Laurie Eggleston, Kent 
Lochlan McBride, Australia 
Gavin Major, Worcestershire 
Michael Lam, Southport 
Andrew Gray, Oban 

COMPLETED 
A,D,J 

TAGE | 
A.B,F : 
ADE : 
A.B, 
CFS 

A,C,G 

NAME 
: Andrew Robinson, Darlington 
: Kristof Villers, Belgium 

Paul Mann, Evesham 
Edward Lunn, West Sussex 

: Frederic Azais, Canada 
: David Conroy, Accrington 

A,B,D : 

AEF : 
Robert Moore, Co. Cork 
Emil Tanem, Norway 

: Michael Elderfield, Canterbury 
ABE : Tj 

: Lesley Hodges, Switzerland 
jing Lam, Netherlands 

Tom Hill, Wickford 
: Mart V. D. Ven, Holland 
: David Conroy, Lancaster 

: John Addis, Marlow 
: Victor Supica, Australia 

: Colin Taylor, Barnet 
: Ben Duffield, Great Yarmouth 
? Rowan Sloan, Orpington 
: James Hulston, Manchester 
i Mike Barber, Stoke-on-Trent 
: Gary Townsend, Norfolk 
: Chris ‘The Pyemaster’ Madden 
: Joshua Kendall, Australia 

Robert Eaton 
: Adam Holmes, Birmingham 
: Marco Torri, Switzerland 
é James Steer, Maidenhead 

: Robert Beaver, Manchester 
4 Graeme Downes, Surrey 
: Carl Brennand, Cumbria 
: Henry Edmondson, Preston 
: Matthew Prior, Norwich 

Richard McCann, Wirral 
: Thomas Taylor, London 
: Simon Nash, Watford 
: Henryk B. Zaleskijr — : 

John Lucas-Herald, Edinburgh 

: Michael Craze, Chigwell 
: Jostein Austvik Jacobsen, Norway 

Daniel Aherne, Manchester 
$ Mark Jackson, Cumbria 
: Paul Howling, Suffolk 
: Ricardo Perez, Southport 

i David Fisher, Hull 
: MD Lin, Crawley 

i Harris Tsalidis, Greece 
: Matthew Greig, Angus 
: lestyn Roberts, Caernarfon 
: Bent Eigil Sumelius, Norway 

} Nick Fell, Oxshott 
: Christopher Poole, Bristo/ 

David Sanderson, Worcester 
: Anthony Reynolds, London _ 
= Luke Wells, Chester 
: Paul Davies, Edmonton 
: Nils Meuzler, Germany 
i Jeremy Scoble, Plymouth 

: Chris Thomas, Wallington _ 

: James Bundy, Reading 
: Alex Mclver, Edinburgh 

$ Tom Walker, Halstead 
} Lawrence Gilbey, Bridport 

} Neil Williamson, Nottingham 
),1 + Philipp Sokolean, Switzerland 

1H. : James Leigh, Clevedon 
: Neil Williamson, Nottingham 
? Aidan Murray, Co. York 
: Carl Bullen, Liverpool 
} Alex Mann, Bedford 
? Mark Quinn, Preston 
: Daniel Weserholm, Finland 

: Andrew Davies, Essex 
: Martin Cater, Hucknall 
: Philipp Sokolean, Switzerland 

Daniel Lally, Berkshire 
James Hinton, Knoresborough 

: Michael Walker, Londonderry 

i Asgeir Vikan, Norway 
} Andrew Carrington, Pontefract 

Christopher McCabe, County Down 
: Raymond Wells, Essex 
: Ed Higgins, Essex 
: Joel Radford, Australia 
: Griffin Leadabrand, Australia 
: Kane Dorey, Jersey 
+ David Dixon, Cumbria 

COMPLETED 

ABC : 
A,D,F : 
ABD : 
A,B,C : David Park, Tyne & Wear 

CEF i James Garrity, Liverpool 

ACE : Michael Williams, Cardiff 

: Martin Flyn, Kent 
A,D,F ; Mikael Bogdanoff, Finland 
AEF } 

: Steven Goacher, Surrey 
A.B F : 

A,B,D 

A,B,D 

A.B, 

ACI 

A,B,D 

_A,D,H 
A,C,D 
A,B,D 

A,B,G 

A,B,H 
A,B,H 
A,C,D 
A,C,D 
B,D,H 

A,D,I 
A,C,D 

A,B,D 
A,D,H 
A,D,M 

A,B,I 

DEH 
A,C,D 
AEH 

A,D,| 
B,D,M 
A,B,M 
B,G,M 
A,F.M 
A,D,1 

B,E,G,I 
A,B,E,| 
A,D,G,I 
A,B,C,I 
A,E,FL 

A,B,C,F 
A,E,F,H 
A,B,C,1 

A,D,E,I 
A,B,G,| 
A,B,C,F 
A,B,D,H 
A,B,G,H 

A,B,E,| 
B,D,E,| 
A,B,D,| 
A,B,C,G 

— AB,D,I 
A,B,F,G 

A,D,H,I 
A,B,DJ 
A,D,E,J 

A,B,FH 
A,B,G,1 
ABCD } rv n 

¢ Max, Steven and Hal, Dundee 

: Morten Tronstad, Norway 
A,D,F,I 

A,B,D,H 
A,D,F,G 

: Kevin Loughlin, Slough 
: James Hegarty, Belfast 

: Nick Taverner, Suffolk 
ADE : 

: Chris Kerry, Essex 
: Daniel Metcalf, Norwich 

: Gearoid Reidy, Co. Offaly 

: Griffin Leadebrand, Australia 

§ Michael Middleton, Huddersfield 

NAME CON 
Matthew Wilkins, Wiltshire 

Richard Woodall, New Zealand 
Martin Drew, Bognor Regis 

Tom Carver, Devon 

Kevin Gurton, Kent 

i John Brockie, Cumbria 

A,B,C : David and Chris Mason, Plymouth 
: Scott Winterburn, Norfolk 

ABK = Jesus R. Membrive, Spain 

A.C. ‘Antonio V. Carmona Spain 
A,D,E : z s 

A,D,F : 
Gavin Cullen, Ear/ston 

: Mark Shackcloth, 

: Mariusz Panczar, Poland 

ABC : 
B,C,D : Steven Dalton, Stockton-on-Tees 

: Jerden Marinus, The Netherlands 

CDE = steven Woolley, Norfolk 
A,B,E : 
A,D,F : 
ABD ; Antony Bogan, Cleveland 

ACD i Richard Doherty, Newport _ 

A.B,F : 
: Robert Ward, Middlesex 

H Alain Keersmaekers, Belgium 

Paul Jerome, London 

Daniel Brown, Australia 

Jaakko Hermunen, Finland 

M. Mina, Essex 

: David Lewis, Birmingham 
} Aaron Tuson, Essex 

Simon Webber, Wokingham 
Bei i Stephen Rogers, Manchester 

i Pat Shields, Co. Down 
ABE i Kevin Seeney, Bury St Edmunds 

: Benjamin Khan, Bradford 

Per Nilsson, Sweden 

: Panagiotis Bagiokos, Greece 
Roeland Van Straalen, Holland 

OE i Aynsley Welling, Cyprus 
“~ : Charles Ayesa, Australia 

Mark Green, Cheltenham _ 

: Richard Brady, | Essex 

Lawson Gavin, Co. Offacy 
Steven Bigham, Whitburn 

: Ashley Hamilton, Co. Tyrone 
: Andre Bifleuen, Holland 
i Roger King, Suffolk 

AB,C,F i 
: James Smith, Gloucester 

Steven Ward, Hawes 

? Luke Yeandle, Abertillery 
: Anthony Gruitt, Sittingbourne 
: Alain Keersmaekers, Belgium 

CE : Christopher Fennelly, London 
: Arne G Pettersen, Norway 

i Andrew Harvey, Reading 
: Paul Davies, Conwy 

Ryan Bledsoe, Knaresborough — 

: George loakimidis, Greece 
: Gavin Cole, Tyne & Wear 

A,B,C,D : Jonathan Cole, Tyne & Wear 
a Joshua Takaoka, Newbury 

James Register, Surrey 
Stephen Mansfield, Derby 

ABIDE : Jack Gilbey, Bridgeport 
: David Taylor, Fife 

Justin Servis, Co. Roscommon 

+ Rodney McComb, Co. Londonderry 

APLETED 

A,B,D,E 
A,C,D,G 
A,D,G,J 
A,D,F,G 
A,B,D,E 
D,H,LK 
A,C,D,F 
AFIJ 

A,CH,I 
A,B,D,H 
A,B,D,I 
A,B,C,D 
A.B,D,I 
A,D,G,1 
A,D,G,| 
A,D,G,I 
A,B,C,D 
A,C,F,G 
A,FG,I 
A,E,G,L 
A,D,F.M 
A,B,D,H 
A,B,E,H 
A,B,D,N 
A,B,C, 
B,D,H,! 
B,D,EJ 

~A,GE,FI 
A,B,G,H, 
A,B,C,F,J 

~ A,B,D,E,F 
A,C,D,E,F 
A,B,D,E,F 
A,C,E,F,H 
A,C,D,E, 
A,B,C,D,I 
B,C,D,F.l 
A,B,C,E,F 
A,B,F,G,J 
A,B,C,D,I 
A,B,D,FI 
A.B,C,F.l 
A,B,C,F.l 
CE,FG,I 

_A,B,D,G,H 
A,C,D,F,H 
A,B,C,FI 

A,C,D,F,G 
B,C,D,E,G 
A,B,D,Fl, 

-A,B,C,D,H 
~ A,D,FH,| 

B,C,D,E,G 
A,C,FH, 
A,B,D,H,| 
A,B,E,G,| 
A,B,D,Fl 
A,B,D,H,I 
A,B,D,F,G 
A,B,D,E,H 
A,C,D,E,G 
A,C,D,F,G 
A,B,FJ,L 
A,C,D,FJ 
A,FG,|,M 
B,K,L,M,N 
A,B,C,D,G 

~ A,B,C,D,H,! 
A,B,C,F,G,H 
A,B,C,F,G,H 
A,B,C,D,G,1 
A,B,C,D,F,H 
A,B,C,D,E,J 
A,B,C,D,F,l 
A,C,D,FH,| 
A,D,E,G,H,I 
A,B,C,H, LL 
A,B,C,D,1,L 

SACI GQ! 
GO! 



ae ete A) 
What you must do: Find all 120 stars. 
Proof: Any picture of Mario with 120 in the top right corner. 
Helpful tips: The first five issues of N64 Magazine tell you all you need to 
know about Super Mario 64. The DGG + No. 4. 

challenge B) 
What you must do: Finish the game in Mirror mode. 
Proof: A pic of the save screen with Adventure 2 and 47 balloons. 
Helpful tips: Our review in issue 10, and our guides in issues 11 and 12 
should help. Oh, and don't forget the DGG + with issue 11. 

challenge @ 
What you must do: Finish the game with 1,500 hits or more. 
Proof: A pic of the final hits screen or high score table with 1,500 hits or more. 
Helpful tips: \ssue 8's free poster and the Double Game Guide + that came 
with issue 13. 

challenge () 
What you must do: Finish the game on all three settings. 
Proof: A picture of the 007 mode's level editor. 
Helpful tips: The i-Spy Magazine with issue 9, tips in issues 10 and 12 and 
the Double Game Guide + on the front of issue 12. 

challenge @ 
What you must do: Finish all the scenarios. 
Proof: A picture of the completed scenario screen (you'll need to do this with 
more than one picture). 
Helpful tips: Tips in issues 4 and 14. 

challenge Q 
What you must do: Record a time of under 1'20"00 on Mario Raceway (1'07" 
on NTSC). 
Proof: A picture of the records screen or the title screen (hold down R). 
Helpful tips: Review in issue 4, tips in Issue 5. DGG + No. 2. 

challenge @ 
What you must do: Win Gold medals on every event. 
Proof: A picture of the medal screen. 
Helpful tips: There's a guide in issue 6 and tips in the Double Game Guide + 
on the front of issue 19. 

challenge G) 
What you must do: Complete the Time Challenge Mode in under 3'00"00. 
Proof: A picture of the final screen with the time clearly visible 
Helpful tips: None available. 

Super Mario 64 

Diddy Kong Racing 
Oy) 7s 

Lylat Wars 

@ You need to accomplish three challenges to earn yourself a Bronze placing, seven for Silver and 
all ten to make it into the Gold list. 

@ You can enter for whichever challenges you like — it is entirely up to you. 

@ You can use PAL or NTSC copies of the games but, if you opt for NTSC, you'll have to achieve 
the faster of the two listed times in Mario Kart and Wave Race. 

@ Each challenge entered must be accompanied by photographic or video proof. Squeezing 
everything on to the one video tape seems the most sensible solution to us. 

@ We know how to recognise the influence of cheat carts and codes. Offenders will be held up to 
ritual humiliation and stoned out of the country by zealous citizens. 

@ You can enter for the leagues in stages if you wish. If you've made it into the bronze league, for 
instance, you could send us further proof of four or more challenges to elevate yourself to a 
loftier position. 

@ Bronze, Silver and Gold leagues will be published in each future edition of N64 Magazine. 

@ /f you'd like your tapes or photographs back, please include a stamped, addressed envelope. 

I'd like to humbly put myself forward for the 

& 
Super Mario 64 

B 
DKR 

H a i : 0 th e& re Bronze/Silver/Gold Skill Club 64 league. | include proof of 
3 my achievements in: 

Wave Race 64 

challenge @ 
What you must do: Win a gold medal on Neptune 
Proof: A picture of the medal award screen for Neptune. 
Helpful tips: Tips in issue 8 and the Double Game Guide + on the front of 
issue 16. le oa 

challenge 0 Ea eee 
What you must do: Break 1'17"00 on Sunny Beach Time Trial (1'04"00 on : 
NTSC). 
Proof: A picture of the records screen. 
Helpful tips: Tips in issue 2 and the DGG + on the front of issue 14. 

challenge 
What you must do: Score more than 34848 in the main game. 
Proof: A picture of the final score screen at the end of the game. 
Helpful tips: The tips in issue 16 and the Double Game Guide + on the front 
of issue 19 should prove very handy. 

challenge @ 
What you must do: Complete the game in under 5 hours and 30 minutes 
with all 100 jigsaw pieces and 900 notes. 
Proof: A picture of the game save screen — simple! 
Helpful tips: A huge guide in issue 19 and DGG + No. 9. 

challenge (%) 
What you must do: Score over 80,000 in the Contest mode. 
Proof: A video of you doing it would be best, although we will accept a picture 
of the high scores record screen 
Helpful tips: |ssue 22's Double Game Guide +. 

challenge (§) 
What you must do: Beat the Joker Cup on ‘Master’ setting. 
Proof: Only a video will do. Beat the cup and then press Record to capture the 
delightful end sequence. You must record all of the sequence, though. 
Helpful tips: Plenty of hints in issue 24's Double Game Guide +. 

challenge @) 
What you must do: Complete the game with 100 Gold Skulltulas and 20 
hearts 
Proof: Pictures or a video of the quest status screen. 
Helpful tips: The tips in issue 26 will tell you everything you need to know. 

challenge &) 
What you must do: Finish the first level in under 40 minutes. 
Proof: Save the game at the end of the first level, quit, and take a 
pic of the load game screen. 
Helpful tips: This is very, very tough. Plenty of tips in issue 24. 

Pie) me prove your achievements 

Taking photographs 
Point at the screen and click away. For best results, turn off or cover up the flash (it will reflect off 
the screen), draw the curtains and use a fast film — 200 or, best of all, 400 ASA. 

Blast Corps 

ry 

1080° Snowboarding 

IE) diate Mle lrexd 
1. Take the lead that connects your N64 to your TV and plug it in to the ‘Signal In‘ socket on the 
back of your video. 
2. Connect the ‘Signal Out’ plug on your video to your TV and turn both on. 
3. Switch your TV to the video channel and switch on your N64 with a game plugged into it. 
4. Find a spare channel on the video's tuning mechanism and look for the N64 signal. Save the 
Ered n 
5. Achieve your challenge and get to the appropriate result screen. 
6. Pop in a tape and press ‘record’. Press ‘Stop’ after five seconds or so. 
7. Repeat steps 5 and 6 according to the number of challenges you're attempting. 
8. Rewind the tape to the beginning of your evidence (so we can see your scores quickly and 
easily). That's it. 

Please send my badge and certificate to: 

Name 

Blast Corps 

Address 
¢ 

Lylat Wars 
K 

Yoshi's Story 
D 

GoldenEye 007 Banjo-Kazooie 
E 

ISS64 
MA 

1080° 

F 
Mario Kart 64 

N 
F-Zero X 

G 
Pilotwings 64 

Oo 
Zelda 

H 
Turok 

P 
Turok 2 Use a photocopy of this form if you’d rather not cut your copy of N64 Magazine. 



Visions Online 
http://www. visionsonline.co.uk 

Visions Online, 728 King Lane, Alwoodley, Leeds, LS17 7BA 

THE >LAY/IOUS: 
1000°S OF GAMES AT CRAZY LOW PRICES!! 
MISSION at A All second-hand games guaranteed 1 year 

S IMPOSSIBLE _£/7.95 <[5RLe 3s Another World has branches at: 
RSS USS) «= DEDDY KONG__£i7.95 Boss 2 

“ o1704 
38 MARKET ST, SOUTHPORT 514242 

eS ee BY) 

www. orojectk.com 0973 139 144 RROVEGCTERE: 
THE SEEDBED CENTRE Mic PATRAS RL 

Import White Saturn tt 
Deep Fear Radiant Silvergun 
X Men vs Streetfighter Metal Slug 
King of Fighters 97 Castlevania 
Vampire Saviour Princess Crown 
Marvel vs Street Fighter | 
2 in 1 SATURN CARTRIDGE \ 

N6G HIRES PAK 1s 

ARCADE SES RACING CONTROLLER 
4 SVHS LEADS SONIC ADVENTURE 
o INCOMING VIRTUA FIGHTER 3 

SEGA RALLY 2 FY MONACO GP 
POWER STONE PSYCHIC FORCE 
Puyo on BLUE STINGER (WV 
CART HOUSE OF THE DEAD 2 

St iene re ee ag 
RRR CP ARETE TUR ess ete 

RUE (ce nce 

We buy, sell & exchange games 

Phone Sales 0113 2613424 » Exchanges 0113 26125 

N64 IMPORTS 
USA Battle Tanx 
USA Castlevania 
USA FIFA 99 
USA Legend of Zelda 
USA Mario Party 
USA O.D.T. 
USA Penny Racer 
USA Star Wars Rogue Squadron 
USA South Park 
USA Snowboard Kids 2 
USA Turok 2 
USA WCW Nitro 64 
JAP Smash Bros 

N64 SPECIAL OFFERS (UK) 
Buck Bumble 
Extreme G2 
Gex 64 
Legend of Zelda 
Penny Racers 
Rush 2 
S.CARS 
Star Wars Rogue Squadron 
Top Gear Overdrive 
Turok 2 
V. Rally 
Virtual Pool 

) © Fax O113 2613424 * Pmail Visions” blinterneto 

Dreamcast 
DREAMCAST GAP) 

Blue Stinger Call 
Climax Landers Call 

Evolution Call 
Geist Force Call 
Godzilla Generations Call 

Grandia Call 
Incoming Call 
July Call 
Pen Pen Triicelon Call 
Sega Rally 2 Call 
Seventh Cross 
Sonic Adventure 
Virtua Fighter 3TB 

ACCESSORIES 
Colour Gameboy 
Dreamcast Console + Game 
Gameboy Camera 
N64 4mb Expansion Pack 
N64 Passport Converter 
PSX Movie Card 
PSX Scorpion Gun 
PSX Action Replay Converter 
Pocket Station Uap) PSX 
Universal PSX + SCART 
Universal PSX + RF 
USA 64 Console 
V3 Racing Wheel N64 & PSX 

TOT a a) 
oS LiL 

atest VCD and DVD Mov 
ALU ALE NM OSLO 

Sunday 11.00am-9.00pm 

Dreamcast Exchanges Availab! 

bs cota) 

XD 

BAINES HOUSE 

<2 el GEITS 
‘yp | PSX Game Enhancer: play all your 
—45| imports & backups without a modchip! Inc 

~~] universal cheat cart & CD viewer £19.99 
* Replacement PSX Laser £35.00 * Sony Dual Shock 
Pad £14.99 * PSX Official Memory Card £6.00 
* 240 Block Card £12.99 + 480 Block Card £18.99 
* VCD Player: watch films on your PlayStation! £54.99 
* Scart Lead with audio cables £3.00 * Scart Lead with 
Guncom connection £3.50 * PSX NTSC to PAL 
Converter Box £15.00 * PSX Scorpion Light Gun £16.99 

DREAMCASTS IN STOCK! 
| Call for the best deal and package 

Drearean [Drearneant | 

Trade enquiries welcome 

Call 01322 447217 or visit our website at: www.gameenhancer.co.uk 
Cheque/PO payable to: Game Gizmo, PO Box 8, Belvedere, Kent, DA17 5ZS 

Tel: ous 
OPEN: 

ROGUE SQUADRON 
SOUTH PARK . 

WIPEOUT 64 

CASTLEVANIA 7 

MARIO PARTY.........---- 

MILO'S ASTRO LANES... 

ROGUE SQUADRON 
SOUTH PARK ... 
TUROK 2 

SMASH BROTHERS 
SNOBOW KIDS 2 

ADVAN RACING 
BEATMANIA 3RD MIX 
BEATMANIA CONTROLLER 
BLOODY ROAR 2 
CAPCOM GENERATIONS 1, 2, 3,4,&5 . 
EHRGEIZ 
FINAL FANTASY 8... . . 
MARVEL VS STREETFIGHTER EX c 
POP 'N’ MUSIC ....... . 
RIDGE RACER TYPE 4 
SILENT HILL 
STREETFIGHTER ZERO 3 . 
TENCHU 2 . 

THE NORTH OF ENGLAND’S LARGEST SELECTION: 

2D «AWA RTS 

STATION PARADE 

Se 
* Call for any games or product not listed! 

NINTENDO 64 

AND PLAYSTATION GAMES 

FOR SALE OR EXCHANGE 

TEL: [01423] 508200 

HARROGATE HG1 1UF 

For alll your 
console needs! 

CD64: back-up your N64 games to’CD! 
Onscreen’menu, takes all cheaticodes._ built- 

L J in adapter to play US/Jap games £199.99 

Z64: back-up your N64 games to Zip drive! Cheat 
codes built-in, onscreen menu - plays import games 
at full screen.and speed £275.00 

Both units include many other incredible features! 
CALL FOR FURTHER DETAILS ON THESE 
AMAZING ITEMS! 

We will beat any price on our items! 
Free first class delivery on all orders! 

We also stock the latest imported games and | ven 
Many other items at unbeatable prices. 

230 6007 
Mon-Sat 10am-7pm, Sun 12pm-Gpm 

CIVILISATION 2 Ge cicitsles crises has 
LUNAR: COMPLETE 

METAL GEAR SOLID 

SILENT: HILLY crevetavomiotnyernt= 

WCW THUNDER ... 
XENOGEARS 

MAGIC KNIGHT RAYEARTH (US) ...... 
STREETFIGHTER ZERO 3 . 

BLUE STINGER ... Meme ae 
HOUSE OF THE DEAD 2 (+ GUN) ..... 
INCOMING Sea 
MARVEL VS CAPCOM . 
POWER STONE ... 
SEGA RALLY2 ... 
SONIC ADVENTURE . 
VIRTUA FIGHTER 3TB 

JOYPAD 
BOYSTICK ets errlceicietenie 
STEERING WHEEL........ 
S-VIDEO CABLE ... 
V.M.S. MEMORY CARD 
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GAMES WANTED 
@ SNES games wanted! I'll pay up to 
£15. Call Adam on 01304 371183. 
@ Mario Kart 64 wanted. Willing to 
pay up to £30 or will swap for 
Turok. Call 01635 298103 and ask 
for Dave. Thanks. 
@ ISS ‘98, Fighters Destiny, WCW vs 
NWO, Lylat Wars, All Star Baseball 
and Banjo. Will pay up to £25 for 
each. Call Alex on 01865 461193. 
@ | want Goemon, Banjo and 
Shadows of the Empire. Will pay 
£24-50. Also, I'm selling NFL QBC 
and Super Mario 64 for £22. Call 
Mark on 0181 561 6985. 

@ Wanted! Turok: Dinosaur Hunter. 
I'll swap for F7 Pole Position or pay 
£25. I'll also buy Turok 2 tips book 
for £5. Call Chris on 01565 653280. 
@ Flash Gordon for Game Boy 
wanted. Your price. Call James on 
01419 452322 after 6pm. 
@ Wanted: Nearly new Zelda or 
Mission: Impossible. Will swap for 
GoldenEye or Glover. Phone Gary 
on 01952 413608. 
@ Wanted! N64 games. Will pay up 
to £20. Only games with boxes and 
instructions. Call 01588 638552. 
@ N64 Magazine! Issues 1-7 
needed. Will pay £3.50 per issue or 
£20 for the whole lot. Phone Danny 
on 01703 848844. 

@ Wanted as soon as possible! A 
copy of Multi-Racing Championship 
for £20 (up for talk). Call David after 
6pm on 01753 841383. 

@ Desperately in need of Top Gear 
Rally. Will pay good price. Contact 
Arran on 0117 985 5096. 
@ Wanted! Issues 1-3 of N64 
Magazine with gifts. Contact James 
on 01992 479175 with price. Will 
pay no more than £8. 
@ Wanted: Games for £20-30. E- 
mail details to 
nicholasstylianou@btinternet.com. 
@ Double Game Guide No. 6 for 
Snowboard Kids and Fighters 
Destiny (issue 17). Will pay £1. Call 
01299 877437 and ask for Richard. 

GAMES FOR SALE 
@ ON SNES: Sensible Soccer £8 
(boxed and with instructions). Also 
Super Soccer £6 (no instructions). 
Both games for £13. Call Ben on 
0181 508 1890 after 5pm. 
@ Banjo, perfect condition, fully 
boxed and with instructions £35 
ono. Would exchange for Ze/da. Call 
Mat on 01636 702708 after 6pm. 
@ Will sell DKR and Quake for £25 
each. Both boxed. Also clear pocket 
Game Boy £28. Tel 0181 429 2167 
and ask for Ben. 
@ Will sell a Mega Drive with 34 
boxed games and eight unboxed 
games, system, all wires and one 

issue 26 

: controller all for £150. Call Peter on 
: 0181 505 5531. 
} @ Zelda for sale. As new - 
? unwanted gift - and boxed. £50 
: ono. Call Ben on 01782 713919. 
: @ Three pocket Game Boys for sale. 
: In mint condition and with boxes 

and accessories. Prices negotiable so 
: call Alex on 0131 664 3251. 
+ @ I'd like to sell /SS64 for £20 or 
} swap. I'd also like to sell 7080° for 

£30. Call Jamal on 01274 824747. } 
: @ Will swap Tetrisphere with manual : 
: (unboxed) for any game (PAL) or : 
: Action Replay. Will sell for £25. 
} Phone 01189 695347 between 4- 
: 9pm and ask for Ben. 
: @ Mario 64, Mario Kart and F7 Pole 
? Position. Each in box with 
: instructions. Excellent condition. 
: £30-35 each ono. Contact Niall 
: 01355 231278 after 5pm. 
} @ PC game ‘Army Men' for sale, 
: fantastic condition: £25. N64 
: Magazine for sale issues 1-5 £2 each 
: or £10 for the lot. Call Tom on 
} 01865 343365, 
$ @ Hardly used Action Replay in 
: good condition. Will sell for £40. 
: Call John on 01793 487072, after 

? 4pm on schooldays. 
: @ Large selection of NES and Virtual 
: Boy hardware and software for sale. 
: Send SAE to Nick Marshall, 11 
? Oaklands Road, Groombridge, 
: Tunbridge Wells, Kent, TN3 9SB. 

 @ /SS64 for sale. Call Liam on 0191 
: 516 9199 with offers (after 4pm). 

 @ Diddy Kong Racing for sale £20 
ono or swap for decent game. Call 
Nick on 01543 252187. 

@ Mission: Impossible for sale plus 
video and book for a mere £30. Call 

: Charlie on 01252 624320 or e-mail 
on cha2x66@hotmail.com. 
@ GoldenEye and Banjo for sale. 
Both in excellent condition. £30 each : 
or swap one game for Action Replay. : 

: Also 1Mb memory card £5. Call : 
Adam on 01449 672168. 

@ SNES, Scope, 11 games and three 
controllers for sale. Will sell together 

: or separately. Games include Mario 
: Kart, Mario World, Mortal Kombat 

1, 2 and 3 and loads more! Package 
£195 ono. Games and controllers 
£15 each ono. Call/fax 01285 
750565 and ask for Freddie. 
@ Banjo, DKR, GoldenEye, Goemon, 
Lylat Wars, Mario Kart and US 
Fighters Destiny. £30-40 each (all 
boxed and with manuals. Also selling : 
US Sub Zero for £20. Call Simran on 
0181 843 0733. 
@ | will sell WWF Warzone for any 
price between £20 and £30. Swaps 
also considered. Call Stevie on 0141 
882 1261. Bye! 
@ Mario Kart, Lylat Wars or Gretzky 
‘98 £30 each or £50 for two. Might 

: also swap TGR and Turok (boxed). 
Call Jonty on 01285 810210. 

@ US/JAP games converter for sale 
£10. Also US games: Mystical Ninja 
£30, Extreme G £15. Call Jamie on 
0191 268 1112. 

@ Anyone want Pilotwings £23 and 
Fighters Destiny £28. Both in mint 
condition and boxed with 
instructions. Both games PAL. Call 
Peter on 0131 440 3156. 
@ PlayStation games for sale. 
Rayman, Sim City and Doom. £20 
each or swap for Red Alert, Colony 
Wars or Final Fantasy. Call Mark on 
01376 342672. 

@ Sega Mega Drive II with two 
controllers and three games 
(Speedball 2, FIFA International 
Soccer and Mega Games 17) for only 
£30. Call Craig on 0121 706 6849. 
@ NES games for sale, £5 with 
instructions, £4 without. Call Mikey 
on 01258 455351. 
@ Brand new PlayStation with two 
controllers and a memory card. 
Boxed unwanted present. Free Final 
Fantasy 7 figure, 7" high and worth 
£10 included. Buyer collects. £75 
ono. Call Peter on 01903 783144. 
@ Retro stuff for sale. Nintendo 
Game and Watch handhelds, loads 
of Atari games, Namco, Grandstand 
etc. Offers please (all offers 
considered). Call P. J Beckett on 
01588 638552. 
@ SNES for sale with Mario All 
Stars, Ultimate MK3, Madden 95, 
Doom, Starwing, Dr Mario and 
Tetris and a Universal Adaptor. 
Sell to highest bidder. Call Steven 
on 01494 432669. 
@ Snowboard Kids £28, Killer 
Instinct £25, FIFA ‘98 £28. All 
games unboxed with instructions. 
Call David on 01384 379189. 
@ Nintendo 64 with three games: 
Mario 64, ISS64 and F1 World 
Grand Prix. Excellent condition, only 
four months old and with box. £175 
ono. Call Shaun 0151 356 8972. 
@ Banjo for sale with complete 
guide, plus cheats. Boxed as new 
£35. Call lan on 0181 804 5377. 
@ SNES console, two controllers, 
case and around 10 games for 
around £100. Plus Mario Kart 64 
£20. World Cup ‘98 £20. Call Nick 
on 0181 906 1274. 
@ SNES with a controller and five 
games including Donkey Kong 7 and 
3, and Mario All Stars. Good quality. 
£55. Call Jack on 01992 550747. 
@ The Legend of Zelda: Ocarina of 
Time. Gold USA copy with poster, 
stickers and T-shirt. Collectors 
edition with guide book and box! 
Very rare. £100 ono. Call Stuart on 
0181 621 1746. 
@ SNES, controllers and 10 games. 
Plus N64 games etc. Send an SAE 
for a list and prices to Matthew 
Long, 5 Briants Piece, Hermitage, 
Berkshire, RG18 9SX. 

@ Bomberman for sale (NTSC). £35 
or swap for Snowboard Kids (NTSC). 
Diddy Kong Racing (NTSC) £40 or 
swap for GoldenEye (NTSC). Call 
Nik on 0151 488 0252. 
@ Mario £20, Diddy Kong Racing 
£25, ISS64 £20. All boxed and with 
instructions. 17 SNES games £10 
each, unboxed with instructions. Call 
Barrie on 01923 822262. 

GAMES TO SWAP 
@ Ultra Racer 64 for sale £30. 
Goemon, Forsaken, NHL Breakaway 
or /SS64. Swap for Snowboard Kids, 
ISS ‘98, All Star Baseball, Madden or } 
1080°. Also Extreme G 2. Call Ben 
on 01844 215899. 
@ | will swap my F7 Pole Position 
for Mario Kart, Diddy Kong Racing 
or World Cup 98. Ring Thomas, 
after 5pm, on 01493 732452. 
@ | will swap my Banjo-Kazooie for 
your Wave Race or DKR. Phone 
James on 01943 467151 at 
weekends only. 
@ | will swap Banjo-Kazooie (boxed 
with instructions) for a decent game 
like Top Gear Rally or sell for £30. 
Call Steven on 01779 479165. 
@ Will swap Forsaken (no manual) 
for Snowboard Kids, Quake, HMC 
or Goemon (any condition). Will also 
consider other games. Call Chris on 
0191 289 3468. 

@ | have NHL 99 and Mario 64 to 
swap for Pilotwings or Wave Race. 
E-mail benhoward19@hotmail.com. 
@ Will swap Turok for WWF 
Warzone, Diddy Kong Racing or 
1080° Snowboarding. Phone 01827 
899672 after 6pm and ask for 
Stephen. 
@ Swap WCW vs NWO for /SS ‘98 
or Body Harvest. Also will swap FIFA 
98 for F Zero-X or will sell for £35 
(must be in good condition). Call 
David on 01856 831237. 

@ Will swap Top Gear Overdrive for 
Mario 64, Quake 64, Duke Nukem 
or sell for £30. Boxed with 
instructions and in great condition. 
Ring Gary on 01237 422973. 
@ | will swap my Extreme G (boxed 
with instructions) for your 1080° 
Snowboarding or Mario 64. Call 
0181 508 2286 after 3.30pm. 
@ Blast Corps for swap, no 
instruction manual but with 
complete tips book. Will swap for 
HMC, Quake or Snowboard Kids 
and will consider anything else. Call 
Chris on 0191 289 3468. 
@ Swap WWF Warzone or Mischief 
Makers for Silicon Valley, V-Rally, 
DKR, Mario Kart or Lylat Wars. Call 
Mark on 01865 242375. 
@ | would like Super Mario, 
GoldenEye or Banjo-Kazooie. Will 
swap for my copy of /SS64. Call 
Liam on 01524 823489. 

@ Anyone want Bomberman 64? | 
will swap for any other PAL N64 
game. Call Chris on 01628 526428. 
@ F1 World Grand Prix wanted. Will 
swap Lylat Wars (unboxed with 
booklet) or Banjo-Kazooie (boxed). 
Tel: 01437 710384 and ask for Tom. 
@ I'll give you my World Cup 98 for 
ISS ‘98 or Turok 2. Call Daniel on 

: 0181 949 6632. 
: @ Will swap Extreme G (with lots of 

codes and cheats) for Top Gear 
Rally, Duke Nukem or Body Harvest. 
Call Jonathan on 01283 226015. 
@ I'll swap Wave Race for Mario 
Kart, Turok, 1080° or any other 
game scoring over 80% in N64 
Magazine. Call 01751 475005 and 
ask for Ben. 
@ SNES console, Zelda, Mario All 
Stars, Earthworm Jim, Super Ghouls 
and Ghosts and Super Mario World. 
Will sell for £60 or swap for Body 
Harvest and Killer Instinct on the 
N64. Call Sami on 01495 227940 
(evenings). 
@ I'd like to swap my Mario, Mario 
Kart or Banjo-Kazooie for your 
Snowboard Kids or Wave Race. Call 
01992 300383 and ask for Daniel. 
@ | will swap my Lylat Wars or 
Wave Race for your NASCAR 99 or 
sell for £25 each. Call Danny on 
01904 623967 after 4.30pm. 
@ | will sell my Banjo-Kazooie for 
£30 or swap for V-Rally, Mortal 

: Kombat 4, Snowboard Kids, Wave 
Race or an Action Replay. Call Kevan 
on 0181 992 6675. 
@ Mario Kart 64 for swap. Willing to 
consider Doom 64, Blast Corps or 

: any other good game. Call Richard 
on 01566 777824. 
@ Will swap new F7 WGP for 
GoldenEye with all cheats. Also swap 
World Cup for Mischief Makers. Call 
Simon on 01322 463536. 
@ | will swap Mario 64 and Extreme 
G for FIFA 98, WCW/NWO: 
Revenge or WCW vs NWO: World 
Tour. Phone Daniel on 0181 659 
7487 after 4.30pm weekdays, 
anytime weekends. - 
@ Will swap my Fighters Destiny for 
your Diddy Kong Racing, Yoshi's 
Story, Banjo-Kazooie or WWF 
Warzone. Must be PAL. Ring Robert 
on 01203 302043. 

@ I'll swap Banjo or FIFA 98 and 
Lylat Wars for F1 World GP. Must 
be in good condition. Ring 01225 
867636 or e-mail rigb9b@aol.com. 
@ | will swap Blast Corps for Yoshi's 
Story (with box and instructions). 
Call Daniel on 0181 301 1055. 
@ Want to swap Turok and £5 
(mine) for steering wheel with gear 
change and pedals (yours)? Call 

} 01762 336194 and ask for Conrad. 
@ I'll swap my DKR or Mario 64 for 
any good game. Call Ben on 01539 
724707 after 4pm. 



@ I'll swap my N64 with six games 
and extras for your PlayStation with 
six or more games. Call Rob on 
01279 659213. 
@ |'m willing to swap my 
Bomberman 64 for 1080° 
Snowboarding, F1 WGP or I'll sell it 

for £28. Please call 01284 761455. 
@ I'll swap my copy of Snowboard 
Kids for your Pilotwings 64 or sell for : 
£20. Also selling 1080° for good 
price. Call Daniel on 01234 404153. 
@ I'll swap Lylat Wars for your F7 
World Grand Prix or Zelda, boxed 
with instructions. Good condition. 
Call Sam on 01303 892799. 
@ Will swap SNES Secret of Evermore } 
(PAL), for SNES Secrets of Mana 
(PAL). E-mail David at 
ddalman@mailcity.com. 
@ Will swap my Wave Race, NFL 
QBC 98, Starfox, Mario, ISS64 or 
Fighters Destiny for GoldenEye. All 
boxed with instructions. Call Shaf on 
0161 224 9004. 
@ | want to swap Yoshi's Story for 
Lylat Wars or Snowboard Kids. Or 
Turok for Wave Race or Cruis'n USA. 
Call James on 01472 322305. 
@ | will swap my copy of Killer 
Instinct Gold (unboxed) for your 
copy of GoldenEye or Wetrix (PAL). 
Phone Kunal on 0121 471 1662. 
@ I'll swap Turok: Dinosaur Hunter 
for Mario Kart 64, WCW vs NWO: 
World Tour or Top Gear Rally. Call 
Aron on 0181 333 1974. 
@ Will swap WWF Warzone for 
Turok, 1080° or Zelda or I'll sell 
WWE Warzone for £35. Ring Byron 
on 01208 841259 or e-mail 
chudalz@yahoo. 

Cut out and send 
— 

Name 

$ @ | will swap my copy of Turok for 
: any reasonable offers. Call Chris on 
: 01329 221041. 
? @ Will swap Blast Corps for Top Gear ? 
: Rally, MRC or any other good racing 
: game. Call Ross on 01698 350362. 
: @ Will swap Wave Race for 
 Banjo-Kazooie and will also consider 
other games. Call Adam on 01495 

: 321688. 
: @ | will swap my Wave Race or F7 
? Pole Position for your Mystical Ninja 
: or FIFA 98. Please, desperately 
: wanted! | may acccept other games. 

Call Luke on 01472 504676 
: @ Please would someone swap Wave } 

female penpals aged 15-18, who 
i preferably enjoy sport, Nintendo, 
: music and have a GSOH . Write to 
: Gemma Clarke, 19 Stevenson Drive, 
: Spital, Wirral, Merseyside, L63 9AH. 
: @ Penpal wanted aged between 8- 
: 19 (male) must like N64 games and 

Race 64 or Shadows of the Empire 
: with me. Please, i'm desperate. Call 
: Rhys on 01222 670975. 

PENPALS 
 @ I'm looking for someone aged 11- 
: 14 who likes N64 games. | like Zelda, 
: GoldenEye and FIFA 98. Interested in : 
: football, must support Manchester 
: United. If possible must like music. 
? Write to David Savage, 16 Marlfield 
? Road, Great Appenhall, Warrington, 
: WA4 2UT. 
: @ Male penpal wanted aged 
? between 12 and 13 years. Must like 
? music, sport and N64. If interested 
: phone Ashleigh on 01796 482447. 
: I'm 13-years old. 

? @ Hi! This is Benjamin Bromley. | love : 
? Warhammer and the N64. I'm 15 
: and I'm looking for a 15-year old 
: penpal. Spice Girls rule! Yeah, right. 
: Write to or phone Benjamin Bromley, 
? The Nook, Eastling, Faversham, Kent, 
: ME13 OBW. Tel: 01795 890482. 

Address 

} @ Anyone out there not aged 12-13? 
Female, 22-years old and interested in 

: N64, cars, music and writing letters. 
Write to Miss C. Webber, 4 Poplar 

? Place, Fishponds, Bristol, BS16 3QH. 
: @ 12-year old male wants penpal of 
: similar age, male or female but must 
: like N64. Write to Chris King, 58 

? Audley Street, Ashton under Lyne, 
: Lancs, OL6 6RB. 

: @ Penpal wanted! 10-12 years. Likes 
i the Simpsons and N64. Write to: 
Cheryl Collins, 26 Woodburn Road, 

: Dalkeith, Midlothian, Scotland, 
: EH22 2BE. 
@ 16-year old female wants male or 

wrestling (mens). | enjoy reading and 
drawing. Jamie Wright, 2/3 

: Wauchope Crescent, Edinburgh, 
: Scotland, EH16 4PJ. 
? @ Female penpal wanted, 15 years 
and upwards. Any interests, but must 

: have a sense of humour. Write to 
: Jonny at 22 Coed Murian, 
? Caernarfon, Gwynedd, LL55 2EF. 
} @ Penpal wanted! 12-14 years old 
: and must like N64, PCs and the 

: cinema. Male or female. Contact 
: Andy on 0161 627 0043. 
} @ 15-17-year old female penpal 
? wanted. Must be single. Please send 
¢ photo or phone me on 01737 
: 042510. Richard Watson, 180 
? London Road North, Merstham, 
: Surrey, RH1 3BP. 

 @ 14-year old male looking for female 
} penpal who is 13-15 and lives in 
: Scotland. My hobbies are music, 
: cinema and being with friends. Write 
? to Fraser Coull, 31 Middlepenny 
: place, Langbank, Scotland, PA14 6XD. 
: @ Friendly 12-year old boy wants to 
: talk about N64s, life and music to 
: male or female. Exchange photos, 
; cheats etc. Write to Ben Meisers, 

: Mint Cottage, Gilthwaiterigg Lane, 
: Kendal, Cumbria, LA9 GNT. 
 @ 15-year old looking for female 
 penpal aged between 14 and 20 
? years. | enjoy music, sport and 
: computers. Write to JP, 15 

: Wedgewood Court, Gorleston, Great 
? Yarmouth, Norfolk, NR31 6SU. 
: @ Penpal wanted aged 10-13 years. 
: Must love N64, GoldenEye and 
: Zelda. | like football and basketball. 
: Would like female penpal for a friend 
: and a laugh. Write to Jon Mackenzie, : 
: 50 Rye Road, Hoddesdon, 
: Hertfordshire, EN11 OHP 

: @ Penpal wanted aged 18+. | am 
? interested in Starfox, Starfox and, 
: er... more Starfox, amongst other 
: things. Write to B. Bem, 2 Cottage 
: Lane, Fordhouses, Wolverhampton, 

: WV10 6LG. 

-FANZINES 
? @ Will pay £10 for issue one of N64 
Magazine (good condition, with 

: video). Call Charlie on 01926 854532. 
: @ Printed cheats for games available. 
: Send an SAE with 50p plus name of 
} N64 game to Liam Turner, 41 Enid 
: Avenue, Fulwell, Sunderland, SR6 9UJ. 
? @ Wanted: Issues 1-5 of N64 

} Magazine — must include guides and 
: be in good condition. Will pay £12 
: for all. Call Steve on 01865 872967. 
: @ Give me N64 Magazine issues 11 
: & 12. Good clean condition with N64 
: Companion and Game Guide books. 
: Please call Peter on 0181 657 3345. 
: £3.50 each. 
} @ N64 fanzine for sale. £1.50 for 
i issue 1 or 2. 50p sample issue also 
: available. Packed with reviews and 
features. Call Andrew on 01276 

: 857161. 
 @ Fanzine for sale with loads of 
: reviews and pages. Write to Lorne 
: Tietjen, 38 Malthouse Lane, West 

: End, Woking, Surrey, GU24 9JE. 
i Send £2 for the mag. 
: @ Issues 2, 4, 6, 8 and 10 of N64 
: Magazine for sale with posters where 
? applicable. Call Keith, evenings or 
: weekends, on 01703 550353. 

HELP WANTED 
? @ I'm looking for a Controller pak 

still in its box and I'll pay a 
} maximum of £7. Call Alistair on 

$ 01359 231047. 

: @ Help! | can't get past the Deku 
: Tree level on Zelda. Please call Ryan 
= Smith on 0181 749 8959. 
 @ Help! I'm stuck on Body Harvest, 
: Level 2, Stage 3! Where is the idol of 

: Mount Rua Rua? Call Jack on 01606 
: 854376. 

? @ Missing N64 Magazines? Issues 7- 
: 12 for £20 or £4 each. Also 50+ 
: cheat/solution books worth £60+ 
: (some £10 each)! Sell £30 
? ono or separately. Call Alan 
: on 01241 430093. o 

READ ie ADV RS LR 7, Vii : ORM \S 

Please write your ad in block capitals in the grid below. Put one word only in each box. 
Words not in boxes will not be printed. Please remember to include either a telephone 

Telephone 

Postcode 

| wish my ad to go in the following section (please tick) 

|} Games for Sale 

_] Games Wanted 

_] Games to Swap 

Sadly, yes, there are some. Private ads only. Trade ads will be 

_} Fanzines 
_) Penpals 
_] Help Wanted 

taken round the back, roughed up and thrown out. Adverts 
for pirate software will not be accepted, either, and we might 
even hand them to the head teacher at lunchtime. Snitch! 

| have read and understood the conditions for the inclusion of 
this free reader ad. 

Signed Send your completed form to: 
N64 Contact, 30 Monmouth Street, Bath, BA1 2BW 

contact number (with national dialling code) or e-mail address in your ad. 



It's now super-easy to see whether the game in 
question got a Star Game Award (85% or over). 
If it did, we recommend you buy it! 

HIGHLY 
RATED pe 
Your at-a-glance 

guide to the highest- 
rated games in 

Directory. 

F1 World Grai 
Prix 
93% 

INGCYT 
issue 26 

Yep, we reviewed some of the 
games in Directory almost TWO ‘ 5 ny 

yeas er whilst te TO ee ee you're should buy the game or not, ina Zy Nicholson 
their mark then, some of them have been “ 
superseded by newer games. Our Star Mark 
shows how we feel the game compares no! 
Out of five. 

‘o the folle 
useful i 
ever rel 

: Ca Ly 
NEW! Information now CT hg 

= includes whether ETC 
a game uses a Rumble, , 
Controller or Expansion Pak. 

steals. Here we tell you whether you V7iKey 

quick and informative fashion. ets tl 
You can rest assured, we know Ss pe zt 
our games and we know how to Seth s arma ct 
tell if games are good. Maxceverlr 

In here will be a tip of the 
toppermost variety, packed 
like tuna into a nice and Weileenein 
concise space. Handy! ernie Don't bother pi: 

AUTOMOSBILI UK Game releases Asroesoee 
Titus @ £30 @ 1-4 players @ 
Rumble pak @ Controller pak @ 
Issue 10 @ TW 

Not bad, just competent. It'll pass a few hours 
but don't expect anything as lasting as TGR. 

Re-enter a race after ‘doing’ it to race 
against your very own ghost. 
© Blast Corps was Double Game Guided in 
issue 16. 

Beat every different game mode to 
access the four hidden cars. Rock and, 

moreover, roll. 

yecod: but it 
while 
stick with i 
familiar Ni 

>. 

more than enough tips and hints to enable 
you to access all the secret boarders. 

AERO FIGHTERS 
ASSAULT 

Konami @ £55 @ 1-2 players @ 
| 58% | Rumble pak @ Controller pak @ 

Issue 16 @ MK 

Good in spells, but flawed and disappointing at 
length. Feels realistic but is too dull, too often. 

Si ff ag inst a boss, 

the best tactic is to be in a vehicle. Failing 
that, keep circling them. 

BOMBERMAN 64 
Hudson/Nintendo @ £50 @ 
1-4 players @ On cart @ 
Issue 8 @ ZN 

Oh dear. The one-player mode is tedious and the 
multiplayer game has been completely ruined. 

Collect all 100 cards and complete the 

game to open up a whole new hidden 
world. 

you've drained the sandcastle in TTG 

return to Banjo’s house and look up at the 
picture of Bottles to play a puzzle game. 

BIO FREAKS 
GT @ £40 @ 1/2 players @ 
Rumble pak @ On cart @ 
Issue 20 @ JA 

Arm-ripping beat-'em-up with excellent graphics, 
but a little bit shallow on the gameplay front. 

To access the secret planes, go to the Title 
Screen and press Left-C, Bottom-C, Right-C, 
Top-C, Left-C, Right-C and Down-C. 

AERO GAUGE 
ASCII @ £55 @ 1-2 players @ 
Rumble pak @ Controller pak @ 
Issue 17 @ MK 

A real stinker of a Wipeout clone with pop-up, 
cheating opponents and terrible controls. 

BOMBERMAN HERO 
Nintendo @ £40 @ 1 player @ 
Rumble pak @ On cart @ 
Issue 21 @ TW Disable blocking, and do nothing but shoot 

during the fight for a guaranteed win. 
° Hold Left on the D-pad and press Start to 
switch to first-person. 

BLAST CORPS)». 
LL-STAR BASEBALL nientir  £0 © 

Acclaim @ £40 @ 1-4 players @ " erate? 5 @ JS 
na Rumble pak @ Controller pak @ 

Issue 22 @ TW : the most 

A meticulously put together baseball sim, with C idio eataly 
hi-res graphics and ultra-detailed gameplay. , 5 original games on the 

N64, and o} 
almost ce! 

» enjoy. ao 
& 

Uninspiring 3D adventure, but compulsive at 
times. Up against Banjo, mind, it looks rubbish. 

Hold A, B and Z to open the Level Select 
menu. ¢ Complete the hidden planet to 
enable the Gold Bomber mode. 

If you shelled out good money for Aero 
Gauge, 01273 821104 is the number to 

phone to complain. 

a ubtedly one of 

you're Try entering the following cheat codes: ti 
0 ATEMYBUIK ¢ BRKNBATS ¢ GRTBLSFDST 

¢ BBNSTRDS ¢ PRPPAPLYR 



BUCK BU 
Ubi Soft @ £50 @ 1/2 players @ 
Rumble pak @ Controller pak @ 
Issue 20 @ JP 

Dodgy graphics, unconvincing controls, but not 
the worst shoot-'em-up we've ever played. 

On the D-pad push Left, Right, Up and 
Down and hold for two seconds. Then 
push Right, Right, Left and Left for 
infinite weapons. 

BUST-A-MOVE 2 
Acclaim @ £40 @ 
1/2 players @ Controller pak @ 
Issue 17 @ JA 

One of the best puzzle games in the world, and 
certainly the finest so far on the N64. 

Press Left shoulder button, Up on the D- 
pad, Right shoulder button and Down on 
the D-pad on the title screen to open up 
Another World. 

BUST-A-MOVE 3 
Acclaim @ £40 @ 
1-4 players @ Rumble Pak @ 
Controller pak @ Issue 24 @ MK 

Except for a simultaneous four-player mode, this 
is Bust-a-Move as it's always been: completely 
simple but effortlessly good fun. Recommended. 

If you’ve got a bubble that won't match up, 
dangle it amongst a group of others and 
save it to use as part of a combo later on. 

CENTRE COURT TENNIS 
Hudson @ £40 @ 
1-4 players @ Rumble Pak @ 
Controller pak @ Issue 25 @ TW 

Not the tennis game we were hoping for. It's 
enjoyable enough for a while, but we still yearn 
for a 64-bit version of Super Tennis. 

Aim for the down-the-line smash as much 
as possible. The opponent's just can’t 
handle it. 

CHAMELEON TW 
Ocean @ £40 @ 
1-4 players @ On cart @ 
Issue 10 @ JD 

Thrills and spills but it won't take you long to 
finish. The multiplayer game is okay, mind. 

Hf your life meter is low when you enter a 
room, save the game and exit. Reload and 
you'll be full of Chameleon-esque liveliness. 

CLAYFIGHTER 637: 
Interplay @ £20@ 

rn a 1/2 players @ On cart @ 
Issue 9 @ JB 

As painful as a game where you have red hot 
needles shoved into your eyes. Very, very hard. 

Breaking the cart open reveals several 
chips of varying thickness. Stack them 
together to prop up wobbly chairs, etc. 

GT @ £50 @ 1 player @ 
Rumble pak @ On cart @ 
Issue 20 @ JP 

A simple yet engrossing helicopter shoot-'em-up, 
very much in the Desert Strike tradition. Top! 

ay On the ‘press start’ screen, press Top-C 

CRUIS'N USA 
Nintendo @ £30 @ 1 player @ 
Rumble pak @ On cart @ 
Issue 13 @ TW 

Dump. Less about driving, more a rule book on 
how to cock-up console games. 

After entering your initials, push down and 
scroll to the conveyor belt. Hold Left on the 
D-pad for a minute and a severed head will 
roll by. 

CRUIS'N WORLD 
Nintendo/Midway @ £30 @ 

| 38% ff | 1-4 players @ Rumble pak @ 
On cart @ Issue 20 @ TW 

Why Nintendo put their name to this appalling 
sequel is a mystery of Area 51 proportions. 

To pass the other cars easily, tap A twice 
to do a wheelie and they'll all get out of 
the way. Fun or what? 

DARK RIFT 
Vic Tokai @ £40 @ 
1/2 players @ On cart @ 
Issue 3 @ JD 

Uninspiring special moves and similar characters. 
Nicely animated but, ultimately, really rather dull. 

Enter this code at the title screen to play 
as the game’s two secret bosses: A, B, R, L, 
Bottom-C and Top-C. 

GT @ £25 @ 1 player @ 
Controller pak @ 
Issue 7 @ JA 

Solid and workman-like but, up against Turok 
and GoldenEye, it looks dreadfully old hat. 

At the password screen enter ?7TJL BDFW 
BFGV JVVB for a complete cheat menu. 
¢ Tips in issues 3 & 7. 

DUAL HEROES 
Bitwave/Hudson @ £30 @ 
1/2 players @ Controller pak @ 
Issue 17 @ MK 

Stashed full of innovative features, this is sadly 
ruined by some terrible Al. Shame, that. 

To beat the CPU in an open arena, use Z to 
run around him at the edge of the 
platform, confusing him into falling off. 

DOOM 
CLONE 64 

@ 1-4 players @ 
k — pak @ 

10 

} violent and vastly 
enjoyable conversion. 
Gorgeous new 

sions and a 
brilliant multiplayer 

Maybe ‘clone’ is 
stretching it a bit, but 
you know what we 

mean, right? Essential 
first-person shooters. 

Acclaim e £30 @ 1-4 players @ 
Rumble pak @ Controller pak @ 
Issue 9 @ TW » 

E geese in its day 
ace-melting 

speed and beautiful 
tracks but — 
_ iced by f 

‘0 X and 
s vie 64. 

your name as RA50 and quit a race - 
yoo finish in whatever position you were 
in when you selected quit. 
° Guide in N64/12. 

ithe 
You've only got three niecciiiger | race. Make 

| Jong straights or 

Fi POLE POSITION 
Ubi Soft @ £25@ 

Biome a 1 player @ Controller pak @ 
Issue 7 @ JD 

Good fun in places, but obvious flaws include 
horrendous pop-up and stop-dead banks. 

Set your fuel level to a mere 10% before a 
Grand Prix and you'll find that you’re super 
fast and you never run out of petrol. 

F1 WORLD.GP.. 
Nintendo/Paradign ef40e 

On cart @ Issue }@ JA 

) sae 
ra istic, visually 

stunning oan sim 
that really shows off 
he power of the 
N64. This is Formula 
‘One. 

t exhibition and change D. Williams’ 
last name to Vacation to access the Hawaii 
circuit. Change it to Pyrite or Chrome to 
access the secret cars. 

THE 
FLOPS 

The five lowest marks 
we’ve used to batter 
the N64's most rancid 
games unconscious. 
Pray nothing ever 

plumbs these depths 
again. 
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FLY ME 
Finding five really 
good games with 

flying in them is a lot 
harder than you 

think. 

feel 
bal 

LYLAT WARS 

Fir 

| MARIOG4 | 64 

INCYT 
issue 26 

a 

FIFA 64 
EA @ £25 @ 1-4 players @ 
Controller pak @ 
Issue 2 @ TW 

How in the wide, wide world of sport was this 
made legal? Like a rash. Only not as enjoyable. 

Remember, only tap the shoot button once. 
The delay is terrible but you will eventually 
produce something. Don’t press it a second 
time or your shot will fly over 

FIFA 98 
EA @ £30 @ 1-4 players @ 
Controller pak @ 
Issue 10 @ TW 

Banishing the memory of FIFA 64, there's plenty 
of promise here. Not perfect, but better. 

Try using the lob (Top-C) to seek out 

players in front of you. It’s safer than the 
ground-level pass, as it avoids the man 
marker. ¢ Guide in N64/13 and DGG+ no. 3. 

ert y 

character, beat everyone, « you'll be able 
to select the Master as a playable character. 
© Check out the guide in N64/14, 

e P , R, Z, Up 
on the ‘D-pad, | Top-© Bottom: -C, Bottom-C. 
* Guide in issue 17. 

B® four-player 
ex nces you can 
buy. Fast, strong and 

com lete all four cups on all | four difficulty 
levels cess the fifth, secret 
competition: « -ompletely random track 
generator. 

GASP!! 
Konami @ £50 @ 1/2 players @ 
Rumble pak @ Controller pak @ 
Issue 22 @ TW 

A stinky old fighter, sneaked out quietly. We 
sprang out and punched it in the face. 

Beat the game to come face-to-face with 
the two terrifying boss characters: the 
Sumo and the Werewolf. Exciting? Yeeeno. 

GEX 64: Enter the Gecko 

Rumble pak @ Controller pak @ 
Issue 21 @ JP 

This rough-around-the-edges 3D platformer isn't 
so much dreadful as painfully average. 

Think about this: Mario 64. Banjo. Mystical 
Ninja. Aaaand goodnight. 

GLOVER 
Hasbro @ £50 @ 1 player @ 
Rumble pak @ On cart @ 
Issue 21 @ MK 

An inspired, superbly odd idea turns out to be a 
stonking, but hard, 3D adventure. 

Pause the game and press Left-C, Right-C, 
Left-C, Right-C, Left-C, Right-C, Left-C and 
Right-C for a Fisheye lens. 

GOLDENEYE 007 

issue since it was released. 
Check out N64/12 and 14 in particular. 

GT 64 

Handles well, but it’s slow, ugly and there's far 
too much pop-up. Not what we were hoping for. 

Ocean @ £50 @ 1/2 players @ 
Rumble pak @ Controller pak @ 
Issue 17 @ TW 

Win the championship on Easy mode to get 
the mirror tracks. ¢ Win the championship 
on 24 laps-per-race to get the secret track. 

HEXEN 
ea e008 

1-4 players @ Controller pak @ 
Issue 5 @ JD 

Fun in a retro kind of way but, in the light of 
GoldenEye, hard to recommend. 

To activate the cheat menu, pause and 

press Top-C, Bottom-C, Left-C, Right-C very 
quickly. * In the cheat menu, press Left-C, 
Right-C and Bottom-C for invincibility. 

HOLY MAAGIC CENTURY 
Konami @ £50 @ 
1 player @ Controller pak @ 
Issue 23 @ MG 

RPG which could have been better but for the 
tedious random battles and Americanised plot. 

If you get caught in a random battle 
between towns - and you will - then just 
leg it at the earliest opportunity. 

IiGGY’S RECKIN’ BALLS 
Acclaim @ £40 @ 1-4 players @ 
Rumble pak @ Controller pak @ 
Issue 19 @ MK 

Push left or right and watch the CPU opponents 
win every time. As dull as Chris Tarrant. 

Wearing dark glasses is clinically proven to 
reduce the risk of vomiting at the sight of 
Iggy’s rat-faced grin. 

bettered with 
addition of re 
teams. Kills 
IFAs dead. 

screen hold 
 L, Down, L, 

Left, R, pres Up, Up, ight, R B, A. 
Release Z and press Start. 

no ever, 
the finest football 
game in the whole 

Win ee to get yourself a whole 
new set 0} wie s for the create-a-player 
mode. Excell@n nt challenges in N64/21. 

KILLER INSTINCT 
Nintendo/Rare @ £30 @ 
1/2 players @ Controller pak @ 
Issue 3 @ MH 

Great in its time but who wants a 2D beat-'em- 
up in the light of Tekken and even MK4. 

To access the extra options during the 
character bio screens in the intro press Z, 
B, A, L, A, Z in sequence. 

KNIFE EDGE 
Nintendo @ £30 @ 
1/4 players @ On Cart @ 
Rumble pak @ Issue 24 @ JA 

A light gun game on a machine that doesn't 
have a light gun. Dull. 

Remember! Use the C-buttons to strafe 
from side to side. Especially useful when 
you come up against the Giant Sock. 

KOBE nee ° 

Hold L , ie selecting a pre-season game 
to access the three secret teams. 
* See Tips Extra N64/18. 



LEGEND OF ZELDA 
Ocarina Of Time— 

Nintendo mee : 
1 player ona le pak @ 

@ Issue 24 @ JB 

Simply the greatest 
ea ever created. 

ae bout it is 
rly ing. If 
vg one 

game, yon get 
this o} 

Check out N64/24 ae on how to 
complete the first dungeon, and N64/25 for 
more details. 

players m 
On cart issue 8 JN 

Perhaps ng as 
perfect as it could've 
been (it really needed 

evel select for 
ance) but another 

tour-de-force for 

Achieve gold medals anil fies for the 
four-player Tan! and Expert modes. 

GT ef200e 
1/2 players @ On cart @ 
Issue 9 @ JB 

A highly competent fighter that'll tide you over 
‘til Capcom arrive on the scene. 

Highlight Ragnar, Dregan and Koyasha and 
i press start on each one. Pick your fighter 

Ug and he'll be wearing giant fluffy slippers. 

FA @ £40 @1-4 players @ 
| Rumble pi pepostraliar pak @ 
Issue 10 @ TT 

e first 64-bit outing 
or the Madden series 
is a resounding 

ess. Impressive 

iff, but it looks a bit 
ated com ared to 

@ ‘Tontroller pak @ 
Expansion pak @ Issue 23 @ MK 

The familiar Madden 
meplay survives the 

move to hi-res and 

im je many hidden teams: THROWBACK, 
HAMME! , WELCOMEBACK 

At the start of the race, til 
acceleration burst just before the light 
turn ‘get a rocket start. 
. Complete ete in in N64/4 and DGG+ 2. 

Codemasters @ £40 @ 
1-8 players @ Rumble pak @ 
Controller pak @ Issue 25 @ JB 

Classic multiplayer action for up to eight 
miniature racing fans sharing four controllers. A 
real riot if you don't mind the stop-start nature 
of it. 

[py Don’t take the tempting shortcuts in 
Ly 

2D on 

heck out our Greene ioide to making 
mischief mischievously in N64/12. You 

won't regret it. Nosiree. 

Infogrames @ £40 @ 1 player @ 
Rumble pak @ On cart @ 
Issue 19 @ TW 

After the wait, Mission's let down badly by 
horrendous Al, a clunky engine and bad controls. 

Remember to continuously access your 
objectives as they can change without 
prior warning. Official book with N64/21. 

GT @ £Too much @ 1 player @ 
Rumble pak @ Controller pak @ 
Issue 11 @ JD 

This could only be less enjoyable if it squirted 
sulphuric acid into your face. 

SUDDENLY GET CRUSHED BY A PILLAR. 
Then place your fist into the TV screen. 

GT @ £45 @ 1/2 players @ 
Rumble pak @ Controller pak @ 
Issue 20 @ JP 

The best version of MK yet. 

and hold run and block for about 10 
seconds to get the cheats menu. 

GOLDEN 
OLDIES 

This month's five 
most played classic 
carts. The dust will 

never settle on these 
silicon beauties. 

GT @ £40 @ 1/2 players @ 
Rumble pak @ Controller pak @ 
Issue 1 @ TW 

This is really poor. A wealth of options, cheats, 
extras and finishing moves can't save it. 

D Beat 8-Player Kombat and you'll be able to 
4, Lim select Shoa Kahn’‘s Lost Treasures, including 

WY bonus games of Galaga and Pong. 

Ocean/Imagineer @ £30 @ 
1/2 players @ Controller pak @ 
Issue 8 @ JD 

The conversion job has done it no favours. 
‘Gritty’ graphics and it's also far too easy. 

WW To get the hidden cars without beating 
them, select one of the closed garages in 
vs mode, exit, and choose a one-player 

to 
Ai your teeth into 

here. A spr. ling, 
yable adventure 

that works its socks 
off to square up to 
Mario. 

Check out the review in N64/14 and a 
complete | walkthrough of the game in 
N64/15 and 16. . ay 

SNOWBOARD KIDS 

Konami @ £45 @ 1-4 players @ 
Rumble pak @ Controller pak @ 
Issue 12 @ JD 

Luge, bobsleigh, halfpipe, curling, they're all here 
and they're all extremely boring. 

To succeed at Luge, press the Left and Right 
shoulder buttons occasionally until you 
reach the end. Quite literally, crap. 

Tn 
iu 

a=) ah ch — 

EA @ £40 @ 1/2 players @ 
Rumble pak @ Controller pak @ } 
Issue 23 @ MG 

A tedious slog round a succession of oval tracks. 
Kind of like spinning round on a swivel chair. 

a circles, switch the game off and go to bed. 
| dot That's livin’. 

GT @f25@ 
1-4 players @ On cart @ 
Issue 6 @ JS 

The problem here is that two-on-two basketball 
gets very boring, very quickly. 

Try these matchup codes: 025, 111, 120, 
273, 284, 461, 552, 802. * To duplicate star 
players, use 0000 as your pin. 



pinectorY Club 

WHITE 
STUFF 

It's about the right 
time of year for 

frolicking in the snow, 
or just slipping over 
in a puddle of oily 

slush. 

Me 
V-RALLY 99 

NBA JAM ‘99 
Acclaim @ £40 @ 1-4 players @ EA @ £50 @ 1-4 players @ Konami @ £40 @ 1/2 players @ 
Rumble pak @ Controller pak @ Rumble pak @ Controller pak @ Rumble pak @ On cart @ 
Issue 24 @ MG Issue 22 @ JP Issue 22 @ MK 

Not quite up to the standard of NBA Courtside, Good ice hockey but not great ice hockey. Buy The most adorable characters in the world scrap 
Jam is nevertheless good value. Wayne Gretzky instead. it out in this 2D graffiti-'em-up. 

al Try these codes: BIGBIG (big players), FAST 
(speed up), BRAINY (big heads), FREEEA 
(bonus teams). 

If you press R and then press Forward or 
Away from your opponent, your character 
will produce his or her Magic Move. 

Use Left-C to produce ‘alley-oops' when 
an opponent tries to slam dunk. This, for 
those unsure, slaps the ball out of play. 

NBA LIVE "99 NHL. EA UW AY WORLD 
EA @ £40 @ 1-4 players @ Acclaim @ £40 @ 1-4 players @ 
Rumble pak @ Controller pak @ Rumble pak @ On cart @ 

= Issue 24 @ JB Issue 14 @ DM Gre fae 
1-3 players @ Controller pak @ 

Lacking Courtside's moves and Jam's sense of Little excitement, nothing original. Nothing here Issue 16 @ MK 
humour, Live is the poor man's basketball game. that that hasn't been done better in Gretzky. 

This conversion of the age-old arcade classic is 
Want to enable the cheat menu? Here's fun but, ultimately, it's expensive and limited. 
how: On the title screen press Left-C, 

MATER Right-c, Left-C, Right-C, R, R. 

By pressing the Right shoulder button 
during play, C-button icons appear above 
your nearest players, tying each of your 
team to one of the yellows. 

Find a Scum Lab facility, eat the toxic waste 
m@ barrels and you will be transformed into 

the mighty Vern for the rest of the stage. 

NBA PRO ’S Acclaim @ £40 @ 1-4 players @ ROR BS 

Mauciersaieme ra ase ; : = = OTR ON G4 
Rumble pak @ Controller pak @ Issue 24 @ JB kum a GT @ £50 @ 1/2 players @ 
I 14 @ JP : . ; : Controller pak @ 
oe Mildly diverting hockey sim that never comes Issue 12 @ JN 

An enjoyable multiplayer game and lots of close to challenging Wayne Gretzky. 
options. Good, but hardly brilliant. An entertaining update of the classic arcade 

Catch those magic replay moments by shoot-'em-up, but more than a little repetitive. 
zooming in on an individual with the 
D-pad. 

Tap Up on the controller a few times to 
improve your chances of landing your free 
throws. 

At the Setup menu press Down, Up, Left-C, 
@ Down, Left-C, Right-C, Down, Right-C to 
get a handy level select option. 

ROGUE SQUADRON 
Lucas Arts @ £50 @ 1 player @ 
Controller pak @ Rumble pak @ 
Ex ion pak @ Issue 25 @ TW 

ee, good Star 
Wars combat flight 
game, with incredibly 
effective 3D sound 
and impressive (but 
foggy) graphics. 
Recommended. 

OLYAAPIC HOCKEY 
NEL BLITZ GT @ f£25@ 

GT @ £45 @ 1/2 players @ 1-4 players @ Controller pak @ 
| Ew Rumble pak @ Controller pak @ Issue 15 @ MK 

Issue22@MK ; 
Cheap, cynical cash-in on an event that 

‘reade- -style generates only total indifference in the UK. 

and allt ie fo : Check out N64/5 for loads of tips for the 
and ES o original Wayne Gretzky's 3D Hockey which 
it. unbroken play also apply to this unsubtle con trick. 
with plenty of scraps 
_and a customisable 

= Play Editor. PENNY RACERS 
At the Matchup screen, tap in 2-0-3-Right THO @ £40 @ 1-4 players @ 
for Big Head mode, while 4-0-4-Left gives Loum Rumble pak 
you extra speed when you play. Type in IGIVEUP to obtain a handy amount 

of lives. An infinite amount! Er, handy. To begin with, this is the slowest, boringest racer 
ever. And, by the time it begins to speed up, it's : 

LUD oa Poe still the boringest racer ever. Dump. RUSH 2 Extreme 

Take your £40 down to HMV and steer clear | Racing USA 
of this tripe. Now go to Micro Machines. o 
Nice . GT @ £40 @ 1-2 players @ 

= Rumble pak @ Controller pak @ 
Issue 24 @ TW 

PILOTWINGS 64 You'll either love it to death or hate it with a 
Nintendo @ £40 @ passion. Better handling and lots of secrets. 

red lane A =e Go to the Set Up menu and press L, R, Z 
: mand all four C-Buttons to bring up the 

ay eppreme example cheat. Hold L, R and Z and press the C- 
low to harness buttons to activate the cheats. 

| the N64's immense 

et SAN FRANCISCO RUSH 

Acclaim @ £40 @ 1-4 players @ 
Rumble TA * Controller pak @ 
I 

It's got the crucial 
| NFL licence but 
doesn't quite manage 
to displace Madden. 
More for the purists, 
work at it and you'll 
reap the rewards. 

Check out our comprehensive five-page 

guide to Yank-thrashing in issue 12. F absolute! ; 2 ly stunnin 
* Full list of cheats in issue 19. visuals thvougflout: GT @ £25 @ 1/2 players @ 

Rumble pak @ On cart @ 
| Up, up and away. Issue 11 @ TW 

NFL QUARTERBACK 
CLUB '99 

The 4 Birdman Stars are hidden in New Gravity: ‘ : +t at ; by ; , y-defying leaps, rattling top speeds, mid-air 
York's park, inside Arctic Island's waterfall, Iti-car pile-ups and tonnes of explosions. 
in a cave on Crescent Island and on the 

Acclaim @ £40 @ 1-4 players @ bridge-shaped rock on Holiday island. 
Rumble pak @ Controller pak @ 
Expansion pak @ Issue 23 @ MK 

Iseredibly realistic QUAKE 64 
| American footie sim GT @ £25 @ 1/2 pl e crape 
featuring the best | 79% & | Rumble pak @ Controller pak @ Sc oa R he: 

tio’ Hasue 15.0:4P Ubi Soft @ £40 @ #4 Motion-captured 
animation ever seen. Tidy new light sourcing, polygonal monsters, a baer enle eae < MK 

4 And it plays as good lame two-player deathmatch and lots of blood. 
as it looks. Good, but by no means brilliant. Kind of like a futuristic version of Mario Kart but 

there are several better alternatives out there. 

§ To turn your car into a mine, press Right-C 
Right-C, Z, Bottom-C, Top-C, Z, Left-C, 

Left-C on the car select screen. 

Select ‘Load Game’ and do not use a 
memory pak. Instead, fill the password 
entry box with little ‘Q’ symbols, activating 
the excellent Debug mode. 

To turn the players into wobble bellied 
gutlords, enter the code MRSHMLLW. For 
constant injuries enter HSPTL. 

When you have a multiple weapon, fire the 
last two or three at low-power, and hold 

the trigger down to charge up the last shot. 



SHADOWS OF THE 
EMPIRE 

Nintendo/LucasArts @ £40 @ 
1 player @ On cart @ 
Issue 1 @ JA 

Fab snowspeeder and space battles are ultimately 
let down by some lacklustre Doom-style bits. It 
still has a great Star Wars feel though. 

* Challenge points guide in issues 2 and 3. 
¢ Ultimate cheat in issue 17. 
* Double Game Guide + with issue 18. 

SOUTH PARK 
Acclaim @ £40 @ 1-4 players 
Rumble pak @ Cotroller pak @ 
Expansion pak @ Issue 25 @ JA 

Monotonous and basic first person shooter, with 
the redeeming feature of some hilarious sound 
and all the South Park characters. 

Type in ALLWOMAN as a password to 
obtain Mrs Cartman in the multiplayer 

oe 

On the monkey swingin: 
Jungle Doldrums 
twice and you get extra distance on your 
leap. Handy! 

look at the 
multiplayer 

long straight, hold jur p for about 
five seconitteigehaipeed boost (your 
character will say ‘yeah’ if it’s worked). 

STARSHOT Space Circus Fever 
Infogrames @ £40 @ 1 player @ 
Rumble pak @ On cart @ 
Issue 22 @ JP 

Visually appealing, Space Circus is, nevertheless, 
a by-the-numbers 3D platformer that’s been pre- 
dated by the much better Banjo. Pity. 

Pause the game and select ‘Continue Level’. 
Press Top-C, Bottom-C, go to New Game, 
press Top-C, Bottom-C, go to Options, press 
Right-C and then A for the Warp mode. 

out i : 
onl The Legend of 
Zelda, this is tr 

P superb. 

64/1, N64/2. 
4, N6A/5. 

10. 4 (issue 15). 

ost asked questions’, 
* Guides in N64/2, N64/3, N6 
* Double Game Guide 

TETRISPHERE 
Nintendo @ £30 @ 
1/2 players @ Controller pak @ 
Issue 13 @ SJ 

Confusing (surely what it definitely shouldn't be), 
complicated and, although it looks lovely, 
eventually it just ends up being frustrating. 

Type in the word VORTEX on the password 
screen, then press and hold the Reset 

button. Keep it pressed and a strange 
animated sequence will start up. 

p al ‘seasons’ to earn (in order) 
the Milk Truck, Helmet Car and Ball Car. 
* Double Game Guided on issue 18. 

TOP GEAR OVERDRIVE 
Nintendo @ £45 @ 

C Bj 1/4 players @ Rumble pak @ 
Expansion pak @ On cart @ 
Issue 24 @ TW 

Arcade-standard visuals adorn a racer that you so 
desperately want to love... but just can't. Dodgy 
‘jumping’ and handling spoil the good stuff. 

Complete the mirrored seasons to access 
the Taco, N, Nintendo Power and Hot Dog 
cars. Oh, and finish all seasons for the 
sixth, secret track. 

ype LKMBRD in the cheat menu and use 
L and R to fly around the le 
© Type THDGDC! to get every 
other cheat. 

TUROK 2 Seeds of Evil 

original, with ai 
%.) Melting hi-res 
a Alo 

ie £ 
i a 

jon as you access the shot. gun, aim 

; ies’ heads in order to take them 
ickly. Anywhert e and they'll 

keep attacking you. 

TWISTED EDGE 
SNOWBOARDING 

Nintendo @ £40 @ 1/2 players 
Rumble pak @ Controller pak @ 
Issue 24 @ TW 

Twisted Edge stumbles onto the slopes for a 
amateur snowboarding outing. Only competent. 

Watch carefully when the race begins. Just 
after the word “Go” disapears, press Up 
twice. If done correctly you should get a 

PlayStation’s 
Fast, furious 
freaking har 

terrific. 

to two Wretceemnare 

WAIALAE COUNTRY 
CLUB GOLF 

Ty 1 

It's golf, but golf that looks like it’s been through 
a meat processor. 

V-Rally 

2 to get access 

Nintendo @ £40 @ 
1-4 players @ Rumble pak @ 
Controller pak @ Issue 21 @ TW 

On any shot under about 150 yards, you 
only need to use a maximum of 3/4 of the 
power bar. 

WAR GODS 
Gl e@ £25e 
1/2 players @ No backup @ 
Issue 7 @ JB 

CARS & 
RLS 

If futuristic hover 
craft an d 1000mph 

loop-the-loops aren't 
your thing, try these 

more traditional 
tarmac-b jound racers. 

V-RALLY 99 

Ds 

di 

‘} 

paar. 

‘TOP GEAR RALLY 

7) 

AUTOMOBILI 
LAMBORGHINI 

Once you've sampled all the character's delights, 
and the silly moves, the novelty soon dissipates 

To enable the cheat mode, press Right on 

the D-pad three times, A, A, B, B. You I 

e in the alternate colo 
on the analogue while selecting your 
character. * BOOP Hs with issue 14. 

March 1° 
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} A fantastic fat-fest 
with hi-res visuals, 
plenty of fighters, TV- 
chucking and a 
brilliant create-a- 
player mode. Best 
wrestling ever. 

WAYNE GRETZKY’S 3D 
HOCKEY 

GT @ £25 @ 1-4 players @ 
Controller pak @ 
Issue 6 @ TW 

For sheer whizz-bang, puck-zipping magic, 
Gretzky is hard to beat. 

For super teams, go to Set-up and then 
Options, hold L and press the C button 
sequence: Right, Left, Left, Right, Left, Left, 
Right, Left and Left. 

WAYNE GRETZKY’S 3D 
HOCKEY "93 

GT @ £25 @ 1-4 players @ 
Controller pak @ 
Issue 16 @ MK 

When all's done and dusted, is it really different 
enough to warrant buying? No. 

MARTIN'S 
CHOICE 

Martin’s all-time top 
five exhibits a 

surprising lack of 
violence. Could it be 
that the poor boy is 
going soft in his old 
age? Or is he just 

waiting for the N64 
version of Cannibal 

Holocaust? 

On the character biography screens, push 
down on the analogue stick to select the 
wrestlers alternative uniforms. You can 
also rotate them like this. 

pirecorY ClubC~1 
that lacks O 
inge 

Issue 11 featured a guide to two-player 
excellence in the original Gretzky. Funnily 
enough it also applies to this sequel. And 
Olympic Hockey too. 

wn the next red 
pipe and look f ‘or the ? bubble. 

Import releases 

WCW/NWO REVENGE 
TeHO @ £50 @ 1-4 players @ 
Rumble pak @ On cart @ 
Issue 22 @ MG 

Plenty of new characters and faster gameplay, 
but nowhere near as good as WWF Warzone. 

During a match, press Z to make the 
computer take control for a while. 
© Tips in issues 23 and 24. 

64 Ere 
Bottom Up @ 1/2 players @ 
Rumble pak @ Controller pak @ 
Issue 11 @ ME 

Sumo it may be, but Bottom Up have turned 
Japanese wrestling into a fun-filled fat fest WCW ws NUVO wortp rour 

TeHO @ £50 @ 1-4 players @ 
Rumble pak @ Controller pak @ 
Issue 12 @ TW 

A perfectly acceptable, technically solid beat- 
"em-up. Not quite Tekken, though. 

AIR BOARDER 64 
Human @ 1/2 players @ 
Rumble pak @ Controller pak @ 
Issue 16 @ TW 

Unusual and quirky but there's no proper objectives and 
no real challenge. Looks great, plays boringly. 

ART OF FIGHTING TWIN 
Culture Brain @ 1/2 players @ 
Rumble pak @ Controller pak @ 
Issue 12 @ DM 

A simplistic beat-'em-up but with some charm. Given the 
lack of quality N64 fighters, not a bad proposition. 

AUGUSTA MASTERS '98 
T&E Soft @ 1-4 players @ 
Rumble pak @ Controller pak @ 
Issue 14 @ JP 

Your N64 could run this with the power off. A very poor 
conversion of a dated game design. Avoid at all costs. 

BOMBERMAN B-DAMAN 
ST Hudson @ 1 player @ 

Pr Hy Rumble pak @ Controller pak @ 
On cart @ Issue 20 @ JP 

Cheap and nasty mixture of simplistic shooting games. In 
Japan it's actually against the law to buy crap like this. 

CHORO Q 64 

Each character has two special moves, one 

for legs and one for heads, and these you 
can get to by holding A and wiggling the 
analogue stick. MARIO KART 

WETRIX 
=e Ocean @ £30 @ 1/2 players @ 

Le F Controller pak @ 
Issue 15 @ JP 

Reasonably priced take on the age-old Tetris 
theme, with water and mountains. 

Complete all 16 practice rounds to get a 
choice of groovy floor patterns. 
© Guide in issue 18. 

acer around finds its 
natural home on the 
N64. Looks and 
sounds terrific, and 
it's incredibly 
ey 4 

Takara @ 1-4 players @ 
Rumble pak @ Controller pak @ 
Issue 20 @ MK 

Painfully slow clockwork racer. A decent enough track 
designer, but a total lack of speed-based skills. Tedious. 

Palit IRA IRA BOU 
Hudson @ 
1/2 players @ 
Issue 12 @ JN 

Denryu is a console-based version of the game at fetes 
with the copper stick and wire. It's up to you 

DEZAEMON 3D 
Athena @ 1-4 players @ 
Rumble pak @ On cart @ 
Issue 19 @ MK 

A complete shoot-'em-up development kit stuffed onto a 
cart. Tricky, but great fun. 

-4 players @ 
ntroller pak @ 

DORAEMON 
Epoch @ 1 players @ 
Controller pak @ On cart @ 
Issue 2 @ TW 

A slightly confusing and all-too-tedious Mario clone 
Perhaps more suited to your younger brother or sister. 

AMISTA 64 
Namco @ 1-4 players @ 
Controller pak @ 
Issue 11 @ TW 

Not quite the Namco debut we were hoping for, but 
probably just about edges it as far as baseball games go. 

GLORY OF ST. ANDREWS 
Seta @ 1-4 players @ 
On cart @ 
Issue 1 @ TW 

The N64's finest golf game lacks any redeeming features 
whatsoever. A ropey graphical engine and dodgy controls. 

JANGOU SIM MAH JONG 64 
Video System @ 1 player @ 
Controller pak @ 
Issue 7 @ JD 

The best mah jong game yet? Well, probably, but does it 
really matter? It'll fly off the shelves in ker-razy Japan. 

J-LEAGUE DYNAMITE SOCCER 
Imagineer @ 1-4 players @ 
Controller pak @ 
Issue 8 @ TW 

What chance has a sprite game in a world with /SS ‘98? 
Incredibly basic but persevere and you may get some joy. 

J-LEAGUE ELEVEN BEAT 
Hudson @ 1/2 players 
Controller pak @ 
Issue 10 @ TW 

Dynamite Soccer was an ugly but enjoyable fat-bloke 

Konami @ 1-4 players @ 
Controller pak @ 
Issue 1 @ TW 

Konami prove their footballing dominance with a 
magical soccer sim. 

JEOPARDY! 
Take 2 @ 1-3 players @ 
Controller pak @ 
Issue 16 @ MK 

Less a game, more a vile disease, Jeopardy is monstrously 
bad. So ugly that, if you look at it, you'll turn to stone. 

JIKKYOU WORLD CUP '98 
Konami @ 1-4 players @ 
Controller pak @ 
Issue 18 @ TW 

€9 ISS '98 in all but name, this Jap version boasts an 
official World Cup '98 licence. 

KING OF PRO BASEBALL 
Imagineer @ 1-4 players @ 
On cart @ 
Issue 1 @ TW 

The deformed players are funny for a bit but the slow 
runners and skilful CPU will eventually get you down. 

unease ram ie, 
Z Imagineer @ 1-4 players @ 

Controller pak @ 
Issue 25 @ TW 

Long and complicated Japanese board game involving a 
puzzle-cracking team of detectives, battles, dice, and 
sub-games. Odd 

LET'S SMASH 
Hudson @ 1-4 players @ 
Rumble pak @ Controller pak @ 
Issue 23 @ TW 

Not the tennis game we were hoping for. Enjoyable for a 
while, but we still want a 64-bit version of Super Tennis. 

MAH Er 64 
: Koei @ 1-4 players @ 

Controller pak @ 
Issue 3 @ JD 

If you've never played mah jong this would be a very 
tough way to learn, with its copious Japanese text. 



Konami @ 1-4 players 
On cart @ Controller pak 
Issue 1 @ WO 

More of a beginners guide than previous efforts 

Nintendo @ 1-4 players 
Rumble pak 
Issue 18 @ MK 

Fast paced baseball action with players who must have fallen out of 
the ugly tree 

Nintendo @ 1-4 players 
Rumble pak 
Issue 25 @ ME 

Enjoyably diverse Mazza board game, with all the usual suspects 
turning up for a spot of sub-gaming and bouncy fluffiness. 

Activision @ 1 player 
Rumble pak @ Controller pak 
Issue 25 @ MK 

Gory gothic slash-'em-up, but a reeking haze of unplayability clouds 
the control system like a gaseous mound of chuff. 

Midway @ 1/2 players 
Rumble pak @ Controller pak 
Issue 19 @ JA 

Loathsome racer which graduated from the Cruis’n USA school of 
unplayability with first class honours. 

Hewia 
1 player 
Issue 13 @ TW 

Pachinko is like pinball without the skill. So dull, death seems enticing. 

Nintendo 
1 player @ Rumble pak 
Issue 25 @ ME 

With the new Voice Control headset, talk to Pikachu and tell him to 
naff off. Good fun. If you're fluent in Japanese. 

Hudson @ 1/2 players 
Controller pak 
Issue 7 @ JA 

This effort from Hudson is tragically awful 

Konami @ 1/2 players 
Controller pak 
Issue 3 @ TW 

This went ballistic in Japan but we prefer King of Pro. 

Konami @ 1-4 players 
Controller pak 
Issue 17 @ MK 

A tweaked game engine and a strangely enjoyable RPG section. 
Strictly for fans of Japanese weirdness 

Compile @ 1/2 players 
On cart 
Issue 10 @ ZN 

You didn't buy your N64 to play this but it's still rollickingly good fun 
So, if you're rich, try it on for size. 

Imagineer @ 1 player 
Controller pak 
Issue 13 @ JP 

Although it looks no different to the SNES version, this still plays as 
magnificently as ever. 

Hudson @ 1 player 
Rumble pak @ On cart 
Issue 19 @ MK 

Competent and enjoyable retro blaster, but a little on the easy side. 
Nice score attack mode, mind 

Banpresto @ 1/2 players 
Rumble pak @ On cart 
Issue 20 @ MK 

The Japanese love their anime robots, but they won't like this too 
much. A disappointing waste of a great license. 

NUTRITION INFORMATION 
Per Capsule %RDA 

News 
Previews 
Reviews 
Features 
Gamer Life 
Feedback 
Charts 
Release Schedule 
Diary 
Next Week 
Paper View 

Future Gamer's website also contains: 
Per Capsule %RDA 

Screenshot Xtra 
Hints and tips 
Demos 
Patches 
Stream Lounge 
Back Issues 
Chat Forum 

Fat negligible 

WARNING: 
Contains Humour 

Konami @ 1-4 players 
Controller pak 
Issue 15 @ TW 

Another N64 Puyo Puyo game, but a quirky, enjoyable one all the 

same. Plus, there's a great bowling sub-game 

y Bandai @ 1-4 players 
" 4 Rumble pak @ Controller pak 

Issue 12 @ JN 

A 64-bit board game that's fun but goes on a bit, gets a tad samey 
and, obviously, guarantees minority audiences 

q Hudson 
%o 1-4 players 

Issue 12 @ DM 

A tedious old wrestling sim that lacks the refinement of WCW 

Bottom Up 
1-4 players @ On cart 
Issue 21 @ MG 

Slow, nose-achingly pungent card game where it's impossible to win 
A real Lenny Bennett of a game. 

Titus @ 1/2 players 
Rumble pak @ On cart 
Issue 18 @ TW 

Just what your N64 has been waiting for - a chess sim 

Gametek @ 1-3 players 
» Rumble pak 

Issue 11 @ TW 

Awful visuals, bad animation and hideous Americanisms. Worse than 
accidentally falling off a cliff. And surviving. 

Enix @ 1 player 
7 " 2 Controller pak 

Issue 1 @ WO 

Guide a robotic girl through various ‘real-life’ situations 
Weird and very Japanese. 
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The Wipeout Edition 
An exclusive Wipeout preview 
Pita Re mst PAO RR Co 
also reviews of the superb /SS 

} Og 64 98, Buck Bumble and the 
Bal aaa ae Seek Talay A edge MT e El Mg th 
a Tips tackled WWF Warzone 

and Max had a thorough look at 
Pocket Monsters Stadium. @ The DGG + was 
completely devoted to Banjo-Kazooie and there 
was a great Wipeout poster mag too. 

es 

The Zelda Edition 
PN mn mL ee 
endless delays and months of 
anticipation Zelda finally 
arrived. So, how good is it? 
Plus huge reviews of Wipeout 
64 and Extreme G2 and Team 
N64's top tips for the games 

that should be filling your christmas stockings. 
CRO) Aa or ec Cae Maes ola 
Christmas pressie — the N64 Magazine Cart Rack™. 

ia 7 
es 
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The Turok 2 Edition (again) 
Better than GoldenEye? That 
was the question we asked of 
Turok 2. Find out how it 
measured up here. We also 
reviewed 1080° and tipped the 
fabulous ISS ‘98. 

@ Forsaken and Mystical Ninja 
appeared in the DGG + and we also gave away a 
complete Mission: Impossible playing guide and a 
console sticker worth £10! 

The Mario Edition 
Four new Mario games for 
1999 - find out all about them 
here. Plus exhaustive Turok 2 
tips and the second part of our 
huge Legend of Zelda review. 
@ The Double Game Guide 
tipped future racer F-Zero X 

and the unusual but highly original Glover, and 
our second gift, the Nintendo 64 Compendium 
reviewed and rated every single UK release ever. 

es 

The V-Rally Edition 
DMN Km aU mel 
Teese Ue uae Cela 
game plus details of how to 

Yv Bey ” wina £10,000 car. 65 
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oe iE Sr ae eet <M CaM 

of of F-Zero X and the rather 
superb Body Harvest. @ The DGG + tackled 
Nintendo's 1080° Snowboarding and the sublime 
yin oye (e Cae 

ae wi 

tt i 
FS ee EET Uy 

i 

The Shadowman Edition 
We speak to the creators of 
Shadowman, the N64's goriest 
POU eam ULE Zell 
want to see in Rare’s Perfect 
Dark. Plus reviews of the most 
exciting Star Wars game yet — 

Rogue Squadron - and Acclaim's swear-'em-up, 
South Park. @ The Double Game Guide + provided 
complete walkthroughs for DMA's Body Harvest 
and Silicon Valley. 
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happened? 

SPC.” Inns 

a 

e'd heard rumours. 
Whispered, muttered, in 
dark corridors and ill-lit 
gatherings: “There'll be 

Zelda shortages on release week.” And, 
you know, such a dastardly eventuality did 

occur. Gamers’ dreams of controlling 
SS. Link a cheval, galloping towards an 

eS almighty ruck with that 
> Ganondorf beast became, 

cruelly, an event for ‘next 
week’, or possibly later 
than that. Gamers’ 

laments were 
colourful, and 
loud. 

It was 
odd. Passing 
through 

games stores on the day of 
Zelda's UK release, it was almost as 

if Tim Weaver disease — otherwise 
known as Tourette's Syndrome — had 

Did you get copy of Zelda on time or 
did you have to wait? Zelda's release 
day, the 11th of December, was 
chaotic, with thousands of people 
left disappointed. So, what the hell 

by James Price 

suddenly 
achieved 
epidemic 
status. Bar 
those who 
had the 
temerity to 
reserve a 
copy many 
months in 
advance, many thousands of people went 
home unhappy on that lamentably blighted 
day. What should have been the defining 
moment of our videogame-playing years 
was overshadowed by the simple fact that, 
um, no-one could get hold of a copy. Damn 
and, indeed, blast. 

Just to illustrate how difficult it was to 
get hold of Ze/da during its first week on 
sale, it's worth noting that even members of 
the N64 Magazine team — and our friends 
and families — had to wait, too. Jes’s stock 
reply of “You are vanting to expire, ya?" to 
those asking to borrow an office copy put 
paid to the idea of stealing a cart and 
running for the hills. It was a nightmare, 
and nothing but. 

Curious to discover how other N64 
owners were faring, we travelled out into 
the big bright world — which wasn't 
anything like as pretty as Zelda's. And we 
had to walk, rather than ride — to ask others 
about their labours to acquire a copy of 
Nintendo's finest... 

< Swimming in Lake Hylia or in a pool of 
your own tears in your local branch of EB. 



James Mario Kart or I'm in exactly the same situation. N64: Anything else to say about 
A shifty looking Diddy Kong | own an N64 and | didn't make Zelda? 
geezer, this. Would Racing? Which a reservation. So I'm not allowed It is superb. If by any chance you 
you buy a used N64 =— one would you a Copy... haven't got it yet, try harder. 
from this man? chose? 

Mario Kart. Easily. N64: So you haven't just sneakily This is a different Tom - and his 
bought one, at the expense of a mom asked me not to print his 

N64: So would you say customer? That's very noble... surname, for some reason... 
it’s worth buying an N64 

for Zelda alone? “He’d just bought a PC with loads No, not on its own. But 

for Goldentye, yes. Qf games, then he got Zelda. He 
hasn't touched the PC since.” 

Tom Watson can be found 
behind the counter at a Games 

James Rankin hangs out at Bath's Exchange store in the West It's not me that's noble. It's him — Young Tom was browsing in 
branch of Electronics Boutique, Neil, the Store Manager. (Laughs.) Games Exchange, so we thought 
and he's a big fan of GoldenEye we'd call him over for a quick 
and Mario Kart... . eum N64 So you haven't got chat. He did have a copy of 

De to play it yet? Zelda - but, fate being cruel, the 
IN64: How did you deal with | haven't been able to play _—_- wait for Christmas was 
distressed kiddies and Irate parents it at all... preventing him from playing it... 
coming in for copies of Zelda that 
patently didn't exist? 
Well, we'd already told people, as 
we'd had advance warning about the 
problems. We had about 200 

N64: Even though you've N64: Have you got a copy of Zelda 
not played it yet, would yet? 
you say It’s worth buying Yes, 
an N64 just for Zelda? 

TOME “winses LON] 
pre-orders, and only 40 Yes. Definitely, yes. The N64: Is it for Christmas? 
actually came in. So we had other guy who works here Yes. My mom got it for me. 
to give those to the people Tom has just left for the day. He 
on the top of the list, and “Smile, for the got a copy on the day it N64: Did your mum have a lot of 
tell everyone else to come camera... oh. Sorry. came out — he was first on trouble finding a copy? 
back in when the second Didn't notice the Country, where the reservation list, as he got _ Yes. She had to go to London. The 
batch arrived. We've just had gunshot wound...” his glum expression his name down a year ago — and he place we were going to get it from 
a load more copies in, but only appears when says it's absolutely superb. He just only had ten copies (on the day of 
we're still short now. a release), so she had to get it from 

national magazine down there... 
N64: Did you find that you had to wishes to take a 
invent special ways of saying “No, photo of him. At any N64: How are you coping with 
we don't have any copies,” just to other time, he's a waiting until Christmas, knowing 
stop yourself from getting bored? cheerful, grin-toting, that's there's a copy in the house? 
Like: “All these Skulltulas dropped software-purveying (Laughs.) Not very well. 
from the ceiling, right, and lover of 
Ganondorf jumped through the Link... N64: Have you tried convincing your 
window, and you wouldn't believe Tom mum to let you play it now? 
what happened next...” N64: There Where hat cickiod Yes. 
Yep. We just said “Blame Nintendo”. _ aren't many Boe roe er chee 
They're the ones that didn't make copies of Zelda Cops: Thats a Picard N64: And what did she say? 
enough carts... around, are egg... She said no. 

there? Have you 
N64: Have you got a copy of Zelda dealt with a lot N64: Have you considering stealing 
for yourself? If so, what do you of upset customers over the past few = keeps on saying “Buy Zelda, buy it, completing it in secret before 
think? days? Zelda, buy Zelda.” (Deadpan.) Christmas and then running away to 
| have, yes. And it's not bad. (Sound Yep. An awful lot. We've actually had —_ He's quite fond of it. He'd just join the circus before she finds out? 
of journalist holding Dictaphone a child cry when he came in and bought a PC the week before. He (Laughs.) Yes. 
coughing and spluttering in disbelief. couldn't get his copy. We're talking had loads of new games for it, like 

Rogue Squadron and all that, and N64: What made you want a copy of 
au / = then he got Zelda. He hasn't touched Zelda so much? 
We ve actually had a child cry the PC since. Well, loads of my friends at school 

/ 7 have got copies, and are when he couldn’t get his copy. ea 
We're talking floods of tears.” poe eerleas 

“Not bad?" Pah!) It's not really my floods of tears, in the middle of the Jeremy Saunders was 
bag, baby. (Sound of journalist shop with loads of people around. discovered loitering in 
holding Dictaphone coughing and We had about 200 orders for copies a Bath games store. 

The reason for this 
shifty behaviour 
became apparent with 

spluttering at use and context of word _ before its release, and actually got 
‘baby'.) I'm not really into that sort of | about 30 to sell on the first day... 
game. | much prefer Mario Kart - | 
play that all the time. N64: It's hardly surprising, is it? a quick round of 

After all, most N64 owners have questioning — he's 
N64: Okay. We're talking about been waiting for Zelda since the James Area Manager for GO! 
Zelda, but we've got to ask you: launch of the console... “pull his hair,” and Games Exchange. GO! 

“kick him when he’s 
down,” we said. 

[NI as 
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Relishing the opportunity of 
picking a fight with a boss-type 
character (in order to complete 
the Games Exchange dungeon, 
no less. Boy, have we played 
Zelda too much...) we went for 
the throat with our first query... 

“Nintendo somehow ‘under- 
estimated’ demand... but 
stores have been taking 
orders for 18 months.” 

N64: There are hardly any copies of 
Zelda. Being an Area Manager for a 
software store, it’s obviously all your 
fault... 
Well, to tell you the truth, it was 
down to Nintendo, who somehow 
‘underestimated’ demand, despite the 
fact that stores have been taking 
orders for the past 18 months... 

N64: So have you got your copy? 
No. Not at all. 

N64: Really? Putting the customer 
first, eh? 
Well, we had to be fair about it. 
There are only two people in all of 
our stores who actually got a copy, 
and that's because they ordered one 
in advance. 

N64: So have you got to play it yet? 
No. But I'm looking forward to it a 
great deal. Swords and Sorcery stuff 
isn't really my thing, but Zelda's 
something special... 

N64: So what would you say to 
Nintendo on the subject of the Zelda 
shortages? 
Thanks for all your support over the 
difficult Christmas period... 

N64: That's a bit sarcastic, isn't it? 
Well, they've not ruined Christmas, 
but it's close. Actually, to be fair, 
they've been good over the past few 
days since they've started getting 
copies out to people - 
they've really tried to sort 
things out. 

N64: What do you think 
about the stories where 
people are claiming that 
they’ve completed the 
game in a week or so, or 
are generally moaning 
about it? 
Everyone that I've heard 
from has been very 
impressed. I've spoken to 
people that have played it 
loads, and basically they're 
raving about it. If only 
there were a few more 
copies around... 

N64: We were speaking to 
a bloke at EB earlier who 
seemed a bit 
underwhelmed by it. Maybe 
a PlayStation man? 
Tell him to get Final Fantasy 
VII out, and see how they 
compare... 

Matt Hodge works in 
Electronics Boutique in 
Bath. Those who find any 
form of anti-Zelda 
sentiment distressing - 
however mild - 
should skip the 
following text... Matt 

- It’s EB, by gum. And 
N64: ee ron what a mess they 
stories of distres keep it in. Mucky 
kids ruining game store pups. 

with “Argh! No 
Zelda!"-— related tears. 
Have you witnessed such incidents 
yourselves? 
Yes. We've had a number of 
distraught kids, and we're not happy 
with it. Basically, Nintendo let us 
down. The demand was so big... it 
was phenomenal, really. | couldn't 
believe it. 

looked okay... 

can do, then... 

“Basically, Nintendo let us 
down. The demand wvas so big... 
It was phenomenal really. I 
couldn’t believe it.” 

N64: So we're talking hundreds of 
pre-ordered copies, then? 
We took about 200 orders for it, and 
more are coming in. | think we've 
sold about 300 since its release. 

Jamie 

sir... (To fade.) 

N64: Do you have a copy 
yourself? 

No, | haven't. | played it, and it 

N64: That's a bit of a miserable 
comment, isn’t it? 
Well, I've heard some good things 
about it from Nintendo owners who 

If the cap fits, wear 
it. And wear it with 
PRIDE. Suits you 

The intro's amazing. It's really 
understated, and very atmospheric. 

N64: Would you say it’s worth 
buying an N64 just for Zelda? 
No. (Sound of chuckles from behind 
the EB counter.) You were probably 
better off speaking to James... 
(Sounds of laughter from the 
background. Matt, it transpires, is 
more of a PlayStation fan. Come the 
revolution, it's his sort that will be 
first against the wall. Still, all the 
more copies of Zelda for the rest of 
us...) 

Jamie Hyde was visiting HMV 
with his dad when we popped 
over for a natter by the Zelda 
display unit. At first, we 
thought he might be trying to 
break into it while everyone 
was distracted by his Pa's most 
excellent hat. The truth, 
however, was heartening - wee 
Jamie had already procured a 
copy, presumably obtained 
through more honest means 
than we'd initially thought. 

But with Zelda, and the way 
things were during that first 
week, you never know... 

N64: Have you got a copy of Zelda? 
Yes. 

N64: Okay?! (Sound of journalist 
spluttering.) This is, officially, the 
Best Game Ever (™)... 
Well, if that's the best that Nintendo 

NG4: Really? How long did you have 
to wait for it? 
| didn't. 

N64: How? What's your secret? 
Well, | was on holiday when it was 
released. When | got back, the new 

copies had just arrived in the shops... 

IN64: So you didn't have to walt at 
all? 
No — there was a cart there for me 
when | got back... 

N64: Is it as good as you expected? 
Yes. It's amazing. 

N64: Can we have a go with your 

© 
Dad's hat? Oh... he’s gone. To 

really like it, play Zelda? We'll wager ‘yes’... 
but we had ) 
someone who 
completed it 
in eight 
ays... 

N64: Well, 
you could, 

just about, but 
you'd get about ten 
minutes’ worth of 
sleep during that 
time... 
(Laughs.) Yeah. | 
SUPPOSE SO... 

N64: What's your 
favourite thing 
about Zelda? 
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The page where - spelling mistakes permitted - 
anything can happen. 

ell, we've always 
wanted to a sequel 
to Blast Corps", 
says Tommy 

Squeaker, the man in charge of 
creating the follow up to Rare’s 
game of mass destruction. “It's just 
that we wanted a new 
angle, a fresh approach, 
something different. After 
all, there're only so many 

The biggest Nintendo mag you can buy INN 

times that an automated nuclear- 
device carrying transport can go 
AWOL, aren't there? Well, aren't 

there? Of course there are. It doesn't 
happen every day, you know. Twit.” 

The sequel, then, will feature a 
new threat to the free world, in the 

shapely form of 
Irish troubadours 
The Corrs. 
“Ooooh, yes”, 
remarks 
Squeaker, “But 
they won't be 
The Corrs that 
you and | know 
from such hits as 
‘So Young’. No, 
through a 
terrible accident 
involving 
nuclear waste, 
the band turn 

a 

into rampaging, unstoppable, 100- 
foot high monsters. With great 
cheekbones." The gist of the game 
will involve clearing a path for The 
Corrs, as they head directly for the 
Blarney Stone, the mystical source of 
all their power. You'll be using a 
variety of special vehicles, many of 
which you'll recognise from the 
original game. “Oh yes, Backlash 
makes an appearance but, because it 
was so rubbish the first time round, 
we've turned it into a huge Soda 
Stream that squirts Guinness. As a 
kind of distraction device. Because 
The Corrs are, erm, Irish. See? And 
we've kept Thunderfist and J-Bomb, 
but upgraded them a bit, too. 

Blast Corrs 

RARE 

stinky 
They're still huge robots, but now 
they look like the two ugly ones 
from B*Witched." 

So why pick The Corrs to star in 
Rare's latest blockbuster? Squeaker 
continues; “Well, they're just so 
photogenic, aren't they? Except for 
that bloke that stands at the back, 
which is why we've included him 
only as a secret character. But 
anyway, we thought, well, that The 

Corrs... well, they're really nice, 
aren't they? Really, really nice. 
Especially that one with the violin 
(sigh). And the thought of them 
being really big is... |, uh, oh dear, 
I'm dribbling, do excuse me." 

Once the Corrs reach their 
destination, you'll have to fight then 
in an effort to restore them to their 
original size. “It's going to be a great 
showdown. You'll be able to leap in 
and out of all the vehicles in a bid to 
stop them. Although why you'd 
want to hurt them is beyond me. 
They're so lovely, aren't they? If 
anyone so much as bruised their 
creamy white skin, I'd... oh. Oh dear. 
| think I've said enough.” 

Blast Corrs will be out in August. 
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4 

Inevitably some products listed may not yet be available and prices may change - please phone. SAVE = Saving off full recommended price. Sent to press 28/01/99 Errors & Ommisions Excluded. Inter-Mediates Ltd, T/A Special Reserve, The Maltings, Sawbridgeworth, Herts CM21 9PG. 
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ZO-NAM< K<ADZ—-<Z-FMAYV 

WE’ ARE A’ SMALL GROUP OF PEOPLE DEDICATED /TO/ PRESERVING /A’ PART 
OF /CLASSIC GAMING THAT, SEEMS TO BE /OVERLOOKED MOST /OF THE TIME. 
NAMELY/ CLASSIC VIDEO GAME MAGAZINES. 
OUR GOAL IS TO PRESERVE THESE MAGAZINES BY DIGITIZING 
AND RESTORING / THEM BEFORE THEY ARE LOST FOREVER. 
BESIDES LETTING PEOPLE ENJOY, SELECT/ ARTICLES DIRECTLY ON THE SITE /AND 
ON TWITTER, WE ALSO CREATE CBZ FILES, 
SUCH AS THE ONE YOU ARE LOOKING AT RIGHT NOw, 
THESE CBZ FILS FEATURE THE COMPLETE MAGAZINES FROM START /TO FINISH. 
THIS GIVE US THE BENEFIT OF CREATING MUCH HIGHER RESOLUTION VERSIONS 
THAN WHAT IS FEASIBLE ON A WEBSITE. 
THIS WAY, ANYONE WHO IS BUT A MOUSE-CLICK AWAY WILL BE ABLE 
TO ENJOY THESE CLASSIC MAGAZINES ONCE MORE. 

WE DO HOWEVER ONLY SEEK OUT MAGAZINES WHICH WERE RELEASED AT LEAST 
10 YEARS PRIOR TO THIS, WRITING, UNLESS PERMISSION HAS BEEN GRANTED 
BY THE PUBLISHER IN QUESTION TO DO OTHERWISE. 
REPRINTS AND RE-ISSUED CLASSIC MAGAZINES IN ANY SHAPE OR FORM 
(DIGITAL VERSIONS INCLUDED) WILL BE TREATED LIKE NEW MAGAZINES, 
WHICH MEANS WE WON'T BE SCANNING OR DISTRIBUTING THEM IN ANY SHAPE. 

THE REASON FOR RESTRICTING OURSELVES TO MAGAZINES PUBLISHED 
BEFORE A CERTAIN DATE, IS TO GIVE PUBLISHERS ENOUGH BREATHING ROOM 
TO/SELL REPRINTS OR DIGITAL VERSIONS OF/ THEIR OLD MAGAZINES 
IF/THEY/ WISH /TO/DO SO. 
THESE ARE HARD ENOUGH TIMES /AS IT /IS/FOR’/PRINT/AND / THE LAST/ THING 
WE’ WOULD 'WANT/TO DO IS HAVE ANY/ KIND OF/ NEGATIVE EFFECT/ON / THEM. 
WE’ SEEK OUT, TO); WORK’ WITH PUBLISHERS AND/ARE’ ALWAYS LOOKING’) TO 
SEEK APPROVAL /TO DIGITIZE, RESTORE /AND RE-DISTRIBUTE THEIR’ WORKS 
IN/ WHATEVER WAY/ THEY, SEE FIT. (PUBLICLY/OR WITH SILENT, APPROVAL) 

WE HAVE/NO INTENT /NOR DESIRE / TO’ PROFIT/ FROM ,THESE’ DIGITAL.’ MAGAZINES 
IN/ANY /WAY,’ SHAPE OR’ FORM.’ NOR/DO /WE/HAVE’ ANY /DESIRE)TO/ FINANCIALLY, 
HARM ANY, PUBLISHER, /EDITOR,) WRITER /OR PERSON INVOLVED IN CREATING 
THESE,’ OR’ ANY /OTHER/MAGAZINES FOR/THAT/MATTER. 
WE /ARE/NOT HERETO DO’ HARM, /BUT/TO HELP PROTECT) THEIR LEGACY. 
THAT IS /WHY THE 10 YEAR TIMELINE /IS IN, PLACE: 
TO/PROTECT//THEIR/ BUSINESS /AND'LIVELY-HOOD,/AND/TO/MAKE’ SURE /THAT/WE 
WILL’ BE /ABLE/TO’' KEEP/ ENJOYING NEW MAGAZINES FOR MANY/YEARS’TO/COME, 
WHILE /AT/ THE SAME TIME /ENJOY// THEIR / BACK CATALOGUE. 

WE’ WOULD LIKE/TO)/THANK/EVERYONE ;WHO MAKES THIS’ PROJECT POSSIBLE. 

FROM |THE’ ORIGINAL WRITERS,’ EDITORS’ AND/PUBLISHERS,’/TO/ TH : 
=) NERC’ AND EVERYONE INVO!L VED In e 5 IEfes | VET > I OLVED It -QUIRIN¢ 

THIS /IS /A’ PRELIMINARY / VERSION /OF/THIS/MAGAZINE, /WHICH MEANS THIS /IS 
AN ISSUE’ THAT, IS NOT/QUITE/READY/ FOR FINAL: RELEASE. 
THE /REASONING’ BEHIND RELEASING / THESE LIKE THIS, IS BECAUSE /AT//THE POINT, 
OF/ THIS “WRITING, 'I/HAVE’ NEARLY, 400/MAGAZINES IN VARIOUS /STATES 
OF, BEING’ SCANNED /AND EDITED. 

IN’ A/ BEST CASE /SCENARIO,/ WHERE ‘I/ WOULD’ RELEASE /ONE ‘ISSUE /A’WEEK, 
IT/ WOULD TAKE ME /OVER/7/YEARS’TO/COMPLETE /JUST//THESE /MAGAZINES. 
AND/EVEN /THAT//TIME-—TABLE’ IS’ JUST /NOT/FEASABLE /FOR ME’ WITH / THE /AMOUNT, 
OF /WORK /THAT/, GOES INTO / EACH 'ISSUE,’//AS WELL’ AS/WORKING/A’ FULL-TIME /JOB. 
COUPLED (WITH /THE SERIOUS HEALTH ISSUES’I’HAVE HAD TO DEAL WITH OVER 
THE ,PAST/ COUPLE OF / YEARS, 1, FEEL: /THAT/ NOW’ MORE-SO/ THAN EVER, TIME 
IS OF /THE ESSENCE’ WHEN IT, COMES’TO MAKING’ SURE’ PEOPLE’ CAN /ENJOY//THEM. 

A/,100' PAGE /MAGAZINE TAKES’ ON/AVERAGE’ AROUND | 40’/HOURS/TO’' COMPLETE. 
THE /ISSUES IN /THIS’ SECTION ‘HAVE’ BEEN’ SCANNED,’ STRAIGHTENED, /CROPPED, 
COLOUR /CORRECTED ' AND/HAVE’ RESCANS /DONE WHERE’ NEEDED,’ 
SO /THESE’ ALREADY /HAVE/ AROUND /15’' HOURS /PUT/ INTO) THEM, 
DEPENDING/ON CONDITION /AND PAGE /COUNT. 

THESE /ISSUES DO’NOT REPRESENT//THE (QUALITY, OF / THE ORIGINAL: / MAGAZINES 
AT / THE / TIME OF /THEIR’ RELEASE,’ NOR’/DO/THEY/ REPRESENT /THE LEVEL 
OF /QUALITY /OF/THE/END’ PRODUCT, /ONCETHEY/ HAVE GONE / THROUGH 
THE FULL’ RESTORATION PROCESS. 
SO/PLEASE /KEEP /THAT/ IN’ MIND. 

|, DECIDED /TO/RELEASE THEM IN /THIS’ STATE,’ WHILE’ I/ CONTINUE “WORKING /ON THEM, 
SO')THAT PEOPLE ,CAN ENJOY THEM /AND USE /THE INFORMATION STORED INSIDE 
THEM, /AS/I/KEEP/WORKING/ON RESTORING /THE PAGES /TO /THEIR’/ FORMER’ GLORY, 
AND TURN BACK) THE HANDS’ OF /TIME/TO MAKE /THEM’LOOK/BRAND /NEW/ AGAIN. ZO-NAM< K<ARPZ—-Z—-FMAY 


